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BONANZA 

Read our reviews of Tosword 8000, *he ESP Lightpen and - the first PCW arcade game! 
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Devilish cheats fOT Batman, Bounder,, The Covenant, T'au Ceti, 



PRETTY PRINTING 

Clever Artistrad owner* do it in colour - provided (hey know which add-ons Ihey need. 



MAPS Of MAGICK + SHOGUN • LEARNING BASIC • CP/M 
TUTORIAL • BREAKOUT LISTING • CAXTON PROFILE • 
SHOW REPORT • SPECIAL OFFERS • COMPETlTfONS • THE 
PILGRIM • AND MUCH MORE 
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Amstrad Action, The Old Barn, Brunei Shopping Precinct, Somerton t 
Somerset, TA11 5AH. Tel: 0458-74011 
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FRONT END 



EDITORIAL • NEWS • LETTERS 

7 ED-LINES 

A very important page written by a very Important 
person. Plus Sugarman. 




1 9 AMSCENE 

A report on the latest Amitrad show plus news of 
lame exciting goodies on me way. 



SERIOUS SIDE 



REVIEWS • ARTICLES • PROFILES 
14 USING CP/M 

Pgrt 2 of our series which lets you extract more from 
your disc operating system. 

26 BASIC BASIC 

A programming course which explains all the things 

the manua (confused you with, 

28 HELLO CAXTON 

A iriiJt behind the scenes of a software house bringing 
out high quality programs for Amstrad users. 



30 SERIOUS SOFTWARE 

Hard-hitting reviews of the latest significant releases 
Including the new PCW word-processor Tosword 
8000 and the ultra -powerful dBase II. 





TASWORD 
8000 

THE WORBPROCESSQR 
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S PLUG-INS 
esfed in graphics? Considering buying a colour 
printer or plotter or a light-pen? Don't miss this 
section. 








ENTERTAINMENT 



REVIEWS • MAPS * ADVENTURING 

45 ACTION TEST 

The start of our unrivalled section of reviews plus the 
top 20 chart YOU create. 

46 CAULDRON 2 

Excellent follow up from Palace Software, only rhh 
ttme you're the pumpkinl 

48 KANE 

Superb Wild West value from budget masters 
MoKertronlc. 

49BIGGLES 

Oipes, Algyl The game of the film 1* awfully folly 
good actually, 



50 KNIGHT TYME 

Masterf rente scoop aw Mastergame ilot with a 
stunning arcade-adventure selling for the 
unbelievable price of £2,99 







52 PACIFIC 

The latest hit from France feature* o monsfer-sixed 
playing area packed wiKv,mon*terj- 

54 GREEN BERET 

It took its time coming but the wait was worth If. 
Wonderfully violent. 
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62 MOLECULE MAN 

Yet onother Mostertrenic Rove. Great gome design 
fatiliry. Great price. 

70 ADVENTURING 

No one does it better than Ihe Pilgrim who's wallowed 
In MUD ond revelled in a new game from Global, 



78 MAGICK MAP 

Ihe guide you need if you're ever to solve Gargoyle's 

brilliant- Heavy an the Moglck 



NT 



M 1 



84 SHOGUN REVEALED 

We map out the latent creation from me Virgin boys. 



INTERACTION 



THE SECTION5 CREATED SY AA READERS 

67 VOICE OF THE PEOPLE 

Your comments on new games. 

68 HI-SCORE 

Compare your performance against the greatest Tn 

the land. 

76 TYPE-INS 

Try out this version of everyone's favourite oldie 
Srtfrfecvt, 

PIO CHEAT MODI 
defied with Pokei, cheat* ond cunning tips for g 
rufther with garnet than vow ever thovghf poiiible. 
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ENTICEMENT 



COMPETITIONS • OFFERS • SUBSCRIPTIONS 

86 MAIL ORDER 

How you can order software from your armchair and 
save yourself pounds. 









France's award winning, role playing epic now available in English 




Available for. 

AiTIStrad (Disk and Cassette) 
CBM 64 (Disk and Cassette) 

Apple II ^Disk) 
MSX and Spectrum 
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The Amstrad rumour machine 

Arnitrad's planned launch of an IBM -compatible machine has 
probably provoked rrvore unsubstantiated claims and cowiler- 
dafms than any other computer launch of recenl times- Depending 
on who you lolfc to the machine *rHI or worVt have colour, may or 
may not have two built-in drive?, which mighl or might not be 3", It 
could, or more again could not, feature a built-in hard disc, but 
without doubt, well without much doubt, will feature the GEM 
mouse-df^en operating environmertt. Selling, as ii widely believed, 
for q mere £3°9 (no, sorry, £599 J one thing at leoil ii door - m* 
new machine will be a raving subtest or possibly damp squib. 

How Is Ft, you mey wonder, that Alon Sugar can ke*p hrs 
secrets so well. Simple. The man has developed a unique technique 
for preventing company leaks. We hav* it on good authority that 
no one in Amstrad apart from Sugar actually knows (and can be 
sure he knows) all the details of the new machine. Different 
deportments and the various companies Amstrad are working wish, 
ore given only as much information os they need to da their own 
planning. And in giving out such Information Sugar has been known 
to mix in a* few i-ed herring* - even to his own staff. A very 
effective way of tracfog the source of leaks, wovldn^ you say? 

And therefore, a very effective method of preventing them, 
Oon't take what you read too seriously. 





A A modest claims 

department 

Ifs always nice to get free pub- 
licity, so we were grateful to 
one of our competitors tor publ- 
ishing yet another reference to 
Amstrad Action in the Letters 
section of their July issue. The 
reply they printed was a little 
misleading, however. 

A Mi Grant Currie from 
Peterborough, had requested 
that they review more games, 
saying that Amstrad Action had 
'absolutely slaughtered' them 
on games reviews in. the May 
issue. Quite so. But their reply 
suggested that AA was first with 
the reviews simply by virtue of 
going on sale a weefc earlier in 
the month. 

Just one mom thing: Review 
more Games!! I buy Amsfrad 
Action as wall as this great mag, 
and in the May issue tney abso- 
lutely slaughtered you in games 
reviews. After bijv*" ro y *"» 

Come on. chaps, be fair- As 
Mr Currie had spotted, our May 
issue contained a long string of 
reviews which appeared in this 
competitor not s week latex, but 
a whole issue (five weeks) or 
more MeT, They were, for the 
record: Batman, Tomahawk, 
Frankie Goes to Hollywood, 
Doomsday Bhwe, The Last V8, 
Moon Cresfa a Way of the Tiger 
and a couple others. Against 
that the competitor's May issue 
had just two reviews 2112 AD 
and Forbidden Planet - which 
we had missed that month 
because of our earlier dead- 
lines. ALL their other game re- 
views were done earlier in 
Amstrad Action by at least a 
week. So there. 

Incidentally, the May issues 
were by no means out of the 
ordinary in this respect. A care- 
ful check through all the recent 
issues of various Amstrad maga- 
zines should leave you in no 
doubt as to which one puts most 
effort into bringing its readers 
the first reviews, 

There, now we feel bolter. 



Access orders 

He/! WfcVa rt&w able le accept telo- 
phcHie orders from Accbii card- 
holders for subscription and mail 
order. Just ring 0158-7401 I and wit 

for Access or deri. 

Vlia cord-holders watch thit 
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SUBJECT TO AVAILABILITY ALL ORDERS DESPAK HID u^ WORKING OAV AFTER ffECLiPl 

EVESHAM MICROS MICRO CENTRE 



All prices Include P&Pand VAT. Send cheque. Postal 
Order or Credit Card No. Credit Card orders accepted 
by phone. Callers welcome. Wide range of goods 
stocked. Trade enquiries welcome. European orders 
send price as advertised. Outside Europe £2.00 for 
airmail, Mall order to Evesham please. 



BRIDGE STREET, EVESHAM, 
WOtTCS, WRtf4ft¥. 
Tel : 0386 4 T 989 



1 7S6 PEFlSHOftf HOAD, 
COTTEfllQGE, BIRMINGHAM. 

Tel: 021 4 SB 4564 



In Australia coot* I MJCFIO ACCESSORIES of S.A., 39D Anderson Walk. Smithfirkl South Australia &)!■*. Tel (08} 254 6284 
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• Does your micro chat to 70,000 people across the UK? 

• Can your micro interview pop stars, hackers and doyennes 
of rhe computer industry? 

• Can your micro provide the answer to your technical and 
software problems? 

• Could your micro send and receive telex's worldwide? 

• Does your micro do your shopping for you -and have it 
delivered to your door? 

• Is your micro an answering machine, delivering your 
private mail whenever you log-on? 

NO? Shame! 

St*??***"**"* 




/ 
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iMicronct 800 



Name. 



Address 



Telephone No_ 



I 1 

To: Micro net 800, 8 Herbal Hill, London EC1 
Please send me a brochure on Micronti 800 



I 

I 
~ I 
~ I 

Z I 

8 Herbal Hilt, London EC1R 5EJ 

Telephone: 01-218 3143 A«e_ Micro 

■■i^^"*^^^^^^^^^^^^^^^^^""^"""^^^™ ^^m ^^m ^^m ^^m ^mm m ^^m i^» ^^ ^^m ^^m ^^m ^^m hhJ 
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Once again Somerton's long-suffering postmen hove 
been puffing up the stairs and depositing vast sacks of 
mail on our doorstep, all from you our favourite 
people. 

This month's lovingly checked out selection inc- 
ludes a moan about the Lenslok anti-piracy device, 
belated praise Far an ancient Kumo game, the insane 
ravings of a Mr Piers Clifton, plus the usual welter of 
queries, grumbles and grovels, You want to pay 
particular attention to the bits written in italics after 
each letter - we did those. Good, aren't they? 
Remember, you too can contribute lo this column - 
and if your letter impresses us you could even be 
awarded a £1 5 software voucher! Post 'em off to: 
He Action, Amstrad Action, Somerton, Somerset, TAIi 
5AH. 



Lenslok problem 

I must write To inform you and 
your readers of a problem I 
encountered after buying the 
helicopter flight simulator 
Tomahawk. 

Due, presumably, la 
copyright laws being frequently 
ignored. Digital Imegration 
have introduced a security sy- 
etftm - Lenslok to prever.t 
illegal copying This consists of 
a rectangular piece of plastic 
with a transparent window in 
the centra. The idea being that 
after The cassette has Loaded the 
letter 'H' appears on the screen, 
You then place the outstretched 
lens fit fdlds: to use Later in 
COde-crackirig) on the screen 
and alter the size of the H" 
(using designated keys) to thai 
of the Lenslok lens. When this 
has been achieved you can then 
proceed to crack the code. 

However, as \ found to my 
Annoyance, if you are like me 
and use a large colour televi- 
sion with a modulator and not a 
smaller screened colour moni- 
tor, the letter H" on the TV 




screen it mutch larger than that 
of the lens, even at the smallest 
obtainable size. Hence my ina- 
bility 10 crack the rest of the 
code, if you see what 1 mean? 

I can only imagine there- 
fore that Digital Integration 
either didn't foresee such a pro- 
blem, or that there's some way 
unbeknown to me of loading the 
game Without the problem de- 
scribed. If so, I'd be glad to 
hear from you. Otherwise 
please inform your readers of 
this absurdity. By the way, I 
subscribed to the magazine 
after reading only one issue, 
G Pennington 
Burnley, Lanes 

Though effective, the Lenslok 
security system is not ideal as 
you ham discovered. Bui if 
there wore less pirates about 
Digital Integration would not 
have had to go to such lengths 

Showered with 
praise 

As I am the proud owner of an 
Amstrad CPC 464 I thought it 
would be nice of a kind-hearted 
person tike me to write in and 
say your mag is ace. The games 
reviews are well done, the com- 
petitions arc good (thanks tor a 
copy of Stroncjeloop. it's ace), 
the Chert t Mode section is a 
greal help, thank God {or that 
Spindissy poke too. you certain- 
ly need it. 

The Absolute Beginners 
section is a nice refresher 
course. It might just gel my 
memory going again. I would 
add that i haven't had one single 
problem with my Amstrad (not 



like Speccy or Commodore 
owners). By the way, could you 
tell me any news about when 
Ocean are going to release 
Knight Rider for the Amstrad? 1 
have been waiting quite a while 
and not a whisper of it yet. 
Steven Allan 
Edinburgh 

According to Ocean it should be 
out tow&tds tlio end of July, but 
that is not a promise! 

Remember the 
Green Screen! 

Hello famous, tremendous, fan- 
tastic magazine! (Good eh?) 
Firstly, a pica lo all software 
houses, how about taking the 
time and effort to include a 
green screen Option m every 
one of your games? Thankyou. 

Now an exciting fact will be 
revealed. In my recent survey 
I'ejcjfernejif building) I have 
found out that the most common 
letter for software cassette's 
titles to begirt with is - (wait for 
it!) "S 4 (as in sausage). I have 
also found thai the most un- 
common letter for software lo 
hegin with is - (mors excite- 
ment) 'X'. This survey was taken 
from a total of 868 Amstrad soft- 



Competition 
problems 

Over the past few months AA 
has been notorious for duff com- 
petitions- First came the infa- 
mous "mach question" and now 
'the code with the spelling mis- 
take", Was it Toot that ran off 
with the dot that should be in the 
first letter of the last word in the 
brut line? For those who are 
confused by this the first line of 
the code should read as follows: 



ware titles, 

This is a genuine survey 
and I hope it has been of some 
interest. 
Aadrew Putt 
Ross-shire, Scotland 

Well t it takes aM sorts fo make a 
world.., 



Date x plug 

First 3 points 1 want to make. 
Firstly, what a great mag, keep 
all the features in, but more 
Cheat-Mode and maps! 

Secondly, when I was loo- 
king through my back issues 
you stated in issue Six which 
joysticks were the best to use 
for games such as Daisy 
Thompson s Supertest and 
Hyp&TspottB etc Now, if any- 
body has £12.95 to spare and 
wants a good joystick, then pop 
down to your local computer 
shop and ask for a Date* Micro- 
Suck'. Not only can it take a 
good knock, but it is a twelve- 
way, self-centering, mega fan- 
tastic joystick. Bo don't buy 
shoddy goods, buy dearer, but 
get excellence- 
Robin Pull en 
Norfolk 



1 have rung the guilty letter, I 
advise you to fire your type 
checker and employ a new one, 
perhaps Amoldl 
Christopher Lamb 
Stoke Pages, Bucks 

Toot denies all, but I've got my 
suspicions, .. 
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A few niggles 

For the past two (issues 1 have 
been reassured of the avaHa- 
bilty of the best-selling game 
Elite from Firebird However 
after phoning up various soft- 
Ware distributors T finally dis- 
covered thai it was not likely to 
be out for a few months, not as 
AA said 'by the time this issue is 
on sale'. 

Another fault I hare found 
concerns your software review- 
ing system. Certainly it is one of 
the best, but it can be very 
misleading. For instance, you 
gave the PSS game Get Dexter 
94 per cent and made it Master- 
game! I would have to be in a 
very good mood to rate it above 
65 per cent and I know for sure 
that others share my opinion. 

However, despite this I still 
vote Amstrad Action one of the 
best magazines on the market. 
Phillip Miller 
Kettering, Northants 

It appears that your niggle is 
with our ratings rather than the 
reviewing system itseM - An 
awful lot of people do rate Get 

Dexter highly: including, obvi- 
ously. Bob Wade himself. 

Firebird's Elite has £>een a 
real problem, which is a shame 
because it is an excellent gome! 
The original cassette version 
turned oat to contain a bug 
which, as we were offering it to 
our readers at a special price, 
was rather embarrassing for us. 
Rather than send you the 
bugged versions we returned 
them to Firebird to be replaced 
by working copies. We, and 
you, waited and waited lor the 
replacement tapes. 

Because of the delay, we 
sent everyone concerned a. let- 
ter offering a hill refund or 
alternative titles. The situation at 
the time of writing is that the 
cassette version is available, but 
the disc version is still not 
around. 

Man without 
Am st rod 

Dear AA, the best computer 
mag evert? 1 have got every onc 
of your mags and have now 
subscribed to you, got Get De- 
xter from the special qffer, and 
•A-enl out and bought five £9.89 
games. 'So What?" [ hear you 
ask Well 1, have not got an 
Amstrad yet, 1 hope to get one 
for Xmas, but at the moment 1 
;ust make do with my ZXQV. yes 
ZXS1 . 1 hope to gel a 464 or 664. 
Anyway in issue Seven or 
Eight someone used the word 
'Amster'. 1 thought it was a little 
furry thing like a mouse until 
you said 'What is an Amster?' 
Well I have the answer. Having 
a spare quid I thought I would 



Tho truth about 
Amsters 

Pathetic mortals Yet again you 
have shown your ignorance 
when you failed to comprehend 
the meaning of 'Amster' in your 
May is*ue. I feel it my duty to 
enlighten you even though it 
disgusts me to do so. Neverthe- 
less, this fool deed must be 
done. 

Long, long ago etc- the bar- 
baric race- of Sugarines decided 
to declare war on earth- Earth 
didn't know this and until now 
was never to find out. After 
hundreds of years travelling 
they reached Earth and landed 
and waged war with what they 
thought was me Earth's superior 
raoe ... the hamsters. After 

go and completely waste it, so I 
did- I went out and bought a 
certain other magazine and 
found this is where 'Amster' 
comes from. SO this is for Paul 
Smith who used the word; 'don't 
use an enemy mag word again!' 
It is meant to mean an 'Amstrad 
user' 

Two last things, how does 
Meltdown use over 170K mem- 
ory like it shows in the mag? 
And wheTe do you sand the 
Pilgrim voting chart, because I 
have not seen the address 
printed anywhere? 
Dean Williams 
Winral 

An Amstrad enthusiast without 
an Amstrad! That's a new one on 
me. As to your definition of 
'Amsters", I much prefer Piers 
Clifton's above - it has the nng 
of truth to it, if you know what 1 
mean. 

As to your last two points, 
games like Meltdown are able 
to use 1 70K files of program or 
data with a S4K machine 
because they don I load all the 
data at once. Data is called Irom 
the disc into Arnold's memory 
when required. This is fairly 
straightforward on a disc-based 
game, hut less convenient on 
cassette due ro the longer load- 
ing time. 

Finally, the Pilgrim voting 
form is in the Pilgrim 's pages - 
if we've occasionally forgotten 
to put it there, we apologise 
profusely'. 

Terrible moan 

I'm afraid I've got a terrible 
moan to let off. How come you 
print the same letters more than 
once? Take Stephen Jones of 
Boston Lines' letter. Apart from 
the last 2 1 words the beginning 
is exactly the same as the one 
you printed in the May edition. 
It was primed in the June issue 
as well 



hundreds of years, when 
neither side had won, they 
made peace and settled tog- 
ether. Soon hybrids of the two 
developed. (Hal mortals now 
you know what hamsters do in 
their paper tiUed plastic ken- 
nels every night!). The result 
was the Amster. However an 
evil Sought learned of this rising 
and the Sinclair antt-Aroster 
massacre took place. . 

However, a few amsters 
survived. They are now contact- 
ing each other with pen-pal ad- 
verts and the Uke, and (here are 
rumours of a plan to lake over 
the world. Be warned AA, do 
not print any more of these evil 
scriptures, 

To be serious though, the 
mag's great (grovel, grovel) the 

Apart from that keep up the 
good work- 1 have to admit 1 
actually do find your reviews of 
games and the layout of your 
magazine great. 

Your ■Covenant" game was 
great and well worth the extra 
50p. 

Mr G Veazey 
Peacehaven, E Sussex 

If we could think of an excuse 
you would believe, we would 
print it. Perhaps we should just 
blame it Jh Toot 

Pause for thought 

I've always bought another 
mag, then 1 saw yours. What a 
difference, 100 per cent better. I 
even get it delivered. 

Now the main point, I went 
to Boots, birthday money in 



Sam Foxed 

So retumeth the pen-pat seeker. 
Some moans, groans, cheers 
and even yelps of excitement 
since I wrote last 
First, the bad news! 
Page 64 Sam Fox Poker. 
I saw in an issue of another 
magazine, (before 1 saw the 
light of Amstrad Action) a re- 
view of Anuria fed Sirjp Poker. 
This I thought about, then 
thought 'no, they wouldn't bring 
out another one'. It is an insult to 
mankind, let alone womankind, 
to bring out, not one, but two 
such games. Urrgh! Moan! 
Groan! It should be rated as 
follows: 

Sexist Tendency: 100% 
Came Rating: 00% 

Enough 1 , Let other people 
moan too! The Only thing which 
should be said is BAD NEWS! 
But back to Amstrad. 1 now 
hereby join the 664 Moaner 
Basher club. BASH!! Nuff said. 

But on the whole, I think AA 
is one great mag, and I him on 



Arnold is great and this letter is 

great (Elite would do nicely 

thanks). 

Piers Clifton 

East Horsley , Surrey 

We stand duly warned! 




hand, to get some new games. I 
came out with Batman, Get De- 
jfter and Sir Fred. At home I 
slotted Batman into the tape re- 
corder. The tape just would not 
start going round! Oh no! I tried 
every thing I knew of, but no joy. 
1 sat down and wept as I looked 
for a repair service in the mag. 1 
found one and went to pack up 
the compuler. I head-butted the 
wall, kicked myself - how could 
1 have missed it, so stupid? The 
pause button was pressed 
down. I impressed it and now all 
the games work perfectly. What 
a clot 1 am. Keep up the good 
work and wtity humour. 
Tchnathan Maney 
Mitfic-ld. W York* 

Well done! We've all done it 
some time in our past 



my fellow Irishman who smote 
AA. Bash! Juvenile Rubbish eh? 
We'll see about that! 

By the way how "bout a 
page each issue for 7-11 year 
olds, starring say Toot or Rol- 
and Rat with an Amstrad in his 
sewer. (1 like R.R.) Sugarman is 
great! By the way. Piig, keep up 
the good work. Even though I 
Own no adventures, reading his 
reviews passes the time well. 
Oh yes, this is directed at James 
Harrison. Bash! What an insult- 
ing juvenile letter. Sob! By the 
way, what's Roland goes 
Caterwauhng? See Hi-score 
challenge an issue or two back. 
Mark Dow ling 
Mitcheintn wn, Co Cork 

While we Agree With you about 
sexist games, we think you 're a 
little hard on 664 Moaners, your 
fellow Irishman, and James 
Harrison. 

On your lest point, you 
didn 't notice that it was the April 
issue? 
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Sad question 

As you know more about 
Amstrads than anyone I know, I 
was wondering if you would 
listen to my story and help me 
out: 

Before Christmas all my 
friends were getting Commo- 
dore 64's. but I stuck out and 
bought an Amslrad with colour 
monitor. 

Amstrad Action was and is 
the only computer mag I have 
bought, and like it as much (hen 
as now. One sad question which 
has always troubled me is that 
ihe Commodore 64 has exactly 
the same 64K memory, but the 
C$4 games are out quicker and 
seem to be better Why? Why? 
Why? 

Ahmet Ismael 
Dageaham, Essex 

The C64 has been Around far a 
lot longer than the Amstrad, so 
software houses have more 
experience in writing games tor 
st. It it also far more oi a games 
machine - after all, it doesn't 
come with, a monitor and built-in 
cassette deck or disc drive, 
does it? Another (actor that 
favours the Commodore is that 
it is a very big seller in the 
States, and a lot of good games 
have come across the water for 
the C64 that have to be conv.er- 
ted b&f ore Arnold can run them. 
However, we would disag- 
ree with you on the quality com- 
parison. The Commodore 84 
does have the advantage of hav- 
ing hardware sprites end scrol- 
ling, but look at Batman or Spin- 
dizzy for quality on the 
Amstrad! 

Computer club 

I am writing on behalf of the 
Brighton, Hove and District 
Computer Club. We are an es- 
tablished club which tries to 
provide a helpful and stimulai- 
mg atmosphere for computer 
users. Wo always have a talk oi 
demonstration on some aspect 
of computing at Our fortnightly 
meetings, and our current mem- 
bership includes novices and 
experts, amateurs and pro- 
fessional*- We are interested in 
both software and hardware of 
all types. 

Prospective members are 
welcome to come along for a 
couple of meetings to 'test the 
water*, and should write Cor 
more information to: 
George Secars 

Brighton, Hove and District 
Computer Club 
19 Beach Green 
Shorehanvhy-Sea 
Sussex 
8N4 5YG 
Telephone: (0273) 4631 1 1 



™« 



Software publishing 

My reason for writing is to en- 
quire about copyrights and pa- 
tenting. At the moment 1 am 
writing a business package for 
use on the Amstrad PCW SS12, 
and although I do not have any 
intentions of publishing it, ] 
would be grateful if you could 
supply me with some inform- 
ation on the aforementioned 
topic. 

In addition 1 have searched 
through the two manuals 
supplied with the machine and 
cannot establish how lc disable 
keys on the keyboard. 
Sean O'Reilly 
Co. Tyrone 



topic of copyright and patents, I 



ware Author's Yearbook 1985- 
1386 published by MacMillan in 
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should contain all you need to 
know, or tell you where you can 
find out more. 

As regards your second 
question, we cannot work out 
why you would want to disable 
the keyboard. If you only want 
your program to respond to 
certain key strokes, then you 
can simply use the INKETS func- 
tion to test the keyboard, linked 
to IF... THEN statements to re- 
spond to the required key*. 
These are detailed in your Basic 
manual. 

Short on memory 

Noticing in this month's edition 
(June 'B6) that you have now 
assigned a whole double 
spread to the niggling problems 
incurred by ' Artiste rs' (a most 
convenient word used in the 
May edition by Paul Smith). I 
was obliged to write for HELP! 

Having obtained Pretext on 
Rom for the serious application 
of my CPC6128, 1 let myself go 
by purchasing Cyrus 2 Chess on 
disc; only to find that, when 1 got 
home, inserted the disc and 
tried to run the program, 1 was 
given the blunt message 'not 
enough memory' (this was with 
my Protect Rom card plugged 
in at the back). However when I 
eventually thought of removing 
the Rom, Cyrus had enough 
memory and functioned 
normally. 

Please can you brainy, en- 
lightened ones at AA pass some 
light on to me. and tell me 
whether anything can be done 
to resolve the problem? 
Paul Webb 
Ashburtoa, Devon 

When you turn your Arnold on, 
he looks around the memory 
map to see what Horns are 
plugged in, and make* notes in 
,» little corner of his memory 
Most programs don't use this 



little comer of memory, and so 
run fine regardless of Rom 
boards. Unfortunately some 
programs need all the memory 
they can get, and so give pro- 
blems when they discover 
Arnolds little notebook- I'm 
afraid there is not much you can 
do about it - except switch off, 
unplug the Rom board, and 
reload. 



Firstly, thanks for a brill mag 



printed a letter from Lyn Mur- 
naghen from Kent, in the 
'Problem Attic". She wrote to 



you about the Spellbound poke 
and why she could not run it. 

Your r&ply to the l&tter, I'm 
afraid to say, was wrong. I too 
had the same problem, hut all 
you have to do is to find the 
second title called Spellbound 
(after Scode) on the tape, then 
type in the poke and run it- To 
do this you first type in RUN. 
This brings up the statement 
'memory full'. Once (hat is done 
all you do is press ptay on the 
datacorder and type in 'Run SO'. 
The poke then loads and works 
perfectly. 

t have also found the First 
mission on Elite. It is in Galaxy 7 
on plane I Esarxeve. I leave you 
with a clue for this mission. Buy 
something, but not fuel. 
Jerome Chui 
Caerphilly 

Thanks for your help in clarify* 
ing this problem, but out 
original poke in Issue Seven did 
say find the SPELLBOUND 
program after the SCODE 
block. Perhaps we weren't dear 
enough. 

Double spaced 

[ wpnder if you can help me 
with a Small problem I am hav- 
ing interfacing my CPC 6 128 to a 
Citizen 120D printer. The prin- 
ter works well with the JVeir- 
word wordprocessmg software, 
except that everything appears 
double spaced. Double spacing 
also occurs in basic print state- 
ments when printed by this 
printer. I have altered the ap- 
propriate dip switch (no. 2) to 
no avail. A new interface car- 
tridge has also not produced 
any change. 

1 note that one of your re- 
viewers also uses a 120D. 1 
would be interested to know if 
he has had a similar problem, 
before I nend the printer back 
(expensively) to the mail order 



house I purchased it from, 
T A Gray 
Birmingham 

We have spoken to Citizen 
about this problem, and they 
inform us that it is Pin 14 of the 
Centronics cable connecting the 
printer to the Amstrad that 
causes this problem. Their so- 
lution is to disable this pin on 
the lead, either by disconnect- 
ing it or breaking it off 

If this sounds a bit drastic 
there is a software solution. 



+ ■ : — -^ — ■? 

the line spacing incrementally 



sequences, or by using the ,lh 
dot command from Newwotd to 



crements of l/4Sths of an inch. 




Protect me 

I have had my CPC 464 for about 
a year now, and require help on 
two points which 1 think you 
could help me with. 

First, 1 received a copy of 
TTie Devil's Crown as a Chris- 
tmas present. I have played it 
Iota of times since and can 'l get 
past collecting the blue sapph- 
ire. Can you or your readers 
help? I have no trouble finding 
the sapphire, but I can't pick it 
up. as I can the other objects. 

Secondly, J have had tro- 
uble with some Of my friends 
(they aren't friends any more) 
who keep trying to hack into the 
programs 1 write and save on 
tape. At school 1 have heard that 
the Amstrad has a firmware 
routine somewhere in its mem- 
ory for creating headerlew 
files. I am sure these couldn't be 
hacked into, as they can't be 
recalled using LOAD" or RUN", 
[f such a routine exists, could 
you tell me its address and how 
to operate the routine? Could 
you also tell me the routine 
(there must be one) which loads 
these files mto memory? My 
friends wouldn't find out, 
they're pretty thick and don't 
read your mag, but they have 
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got a tape-to-tape utility, so 
SAVE"prog' 1 i p doesn't stop 
them. 

I'd be grateful for these bite 
of info- Great mag by the way, 
John Nelson 
Luton 

On your first point t am afraid 
we cannot give such hints on 
individual game problems, as 



Keep an eye on our Cheat Mode 
pages thoug-h, you might get a 
hint sometime. Indeed we gave 
a tip for The Devil's Crown in 
our July issue, so there you go. 

Your second point is fat 
mora complicated. Basically 
there are two routines: CAS 
WHITE and CAS READ, at loc- 
ations &SC9E and &BCA1 re- 
spectively, that do what you re- 
quire- Both require the address 
of the stari of the program block 



length m the DE register. The 
content of register A is not im- 
portant, bat must be the same in 
both cases. We would suggest 
&16 as a suitable value. 

However, these routines 
will not work with programs 
written from Basic without con* 
siderable jiggery pokery. If you 
want to look into this further, we 
suggest you buy a copy of the 
CPC464 Firmware manual. 
Amscfi code number SOFT 158 
This should be available from 
good computer shops, and costs 
£20, 



Screen Wobble 
solution 

Let's get the creeping bif over 
with: your mag is great, il beats 
alt trie others! 

The main reason that I have 
written a because of a letter 
labelled SCREEN WOBBLE. 
Being a bit electronically 
minded I took interesl in wbai 
you said about fluctuations in 
the main supply, \ have never 
had (his problem wilh my green 
monitor, and I think I know why 
On my 434 I have got an 'Anti- 
Surge Plug'. This, as the name 
suggests, stops surges from the 
mains. In some areas the power 
supply fluctuates frequently and 
causes interference such as 
wobble, This could also 
be why some people's com- 
puters go wrong electronically, 
Fluorescent lights used to cause 
me a lot of trouble before 1 got 
the plug When 1 switched on 
the light it used to crash the 
compute: or make it reset! 

My answer to anyone ex- 
penancing these problems is to 
get themselves an Ann-Surge 



Poke perplexion 

Good evening, Much-o thanks-o 
for the brill mag, etc., bui I'm 
afraid that I've a few gripes to 
gat off my chest. 

First, the great game that 
some considerate soul stuck to 
the from qf May's AA. The in- 
finite energy poke listed in ano- 
ther issue (can't remember 



mg up t»* ,=n_ w u UM ii * iiui ^. > 
can' I even find a file under the 
monruckei of COVENANT .BIN 
when cataloguing; and being 
Such a lousy programmer, I 
can't muck around with afor- 
ementioned cheat to get said 
immunity Please help before I 
either go spare or visit your 
humble abode and remove your 
brains , Rambo style. 

Talking of pokes, are you 
sure that the Sabre Wulf and 
Hiohwav Encounter ookes also 



listed in May's issue work? I've 
tried them both twice; Highway 
Encounter reaches the 

LOADING :Please Wait' stage 

Wolf just locks up with nowt on 
the screen. Damned annoying if 
yer ask me, 1 thought that I'd 
finally have H.E. sussed. 

Last gripe (as I'm typing 
this, 1 might think of something 
else though) is how long is the 
Arnold going to be fobbed off 
with 'orrible software? I rec- 
ently had the pleasure (!) of 
using a Commodore 64. The 



Plug It might solve your pro- 
blems. They cost about £10.00. I 
don't know if this will work for 
everyone, but it certainly works 
tor me. 

Nigel Webber 
Bra union, N Den On 



only two games worth bother- 
ing about were Rambo and 
Commando, Commando went 
down well, a good, enjoyable 
game which my own Arnold 
might soon see. but I nearly 
lacked the computer in when I 
saw Rambo. OK t so it's a lousy 
game, but why does the Commi 
use a full screen and Arnold get 
fobbed oS with a poxy Utile 
window in the corner? Surely 
Ocean could hare done better 
considering the Amstrad's lar- 
ger memory etc. My command 
of the English language would 
have turned the air surrounding 



electric blue had my mate not 
been next to me with his mother 
and father within earshot. 

Right, that's it. Get on with 
the great mag. Don't go bank- 
rapt giving away too many 
free bies will you? 
Smiili 
Dewcbury, W Tosfcs 

What a lot of questions} OK, let's 
start with Covenant. The first 
poke that we printed was for the 



game, and not thai stuck to our 
cover. See this issue for a poke 
that does work with our version. 
There was indeed a pro- j 



Highway Encounter, birr see th0 
July issue, page ST, for a correct 
version. 

The Sabre Wulf poke 
works, but only on the They 
Sold a Million version of the 
game, not the Ultimate version. 
It does not work with disc ver- 
sion either. 

At to your last points. Com- 
mando is now available for 
Arnold, see our review in the 
June issue, Why Rambo is con- 
fined to a small screen on 
Arnold 1 really don't know - if 
they'd used the whole screen 
they could have made use of the 
Amstrad's 'hardware scroll', a 
very nice feature every bit as 
good as the Commodore's. 



I 




The joys of discs 

The letter in the June issue of 
AA from P G Newman has 
prompted me to write in de- 
fense of the Amstrad CPC 6 128. 1 
used <o have a 464 but up- 
graded to my present machine 
with its built-in disc drive. Nol 
only is a disc drive faster and 
more reliable than a tape re- 
corder eg no problems with 
tapes not loading due to cass- 
ette motor wear or "stiff tapes 
or wrong Azimuth setting - but, 
if I do need to use a tape, 1 can 
use ANY tape recorder. With 
the 464 you are stuck with the 
one supplied. 

As time has passed it seems 
that the data recorder is the 
464 $ Achilles heel, if it does go 
wrong you can't use another 
one. 

Mick Ellick 
Bristol 

Good point, but the 6128 is £100 
more expensive. 

Murphy's Law 

Earlier this week, on 23 May to 
be precise. I wrote to you re- 
gretting the non-arnval of The 
HitchHiker's Guide to the 
Galaxy; which I had ordered 
some two months previously. I 
despatched that letter, trying to 
whip up a faint whiff of feeling 
hard-done -by , without much 
success, 

Ul the 6rtt post of the fol- 
lowing day a parcel arrived 
with a note from you (from the 
responsible nuruon. that is) off- 
ering apologies for the delay 
and enclosing the game 
thingies. 

All of which I take to be an 
example of Murphy's Law 
rather thnn Sod's. [Sod's being 
as crude as its nomenclature 
suggests, states: 'If something 
can go wrong, it will." Which 
verges On the banal. Murphy's 
Law. being Irish and fey and all 
that stuff, states: 'If nothing can 
go wrong, something wilL") 

So Murphy's Law it was that 
had me write to grumble at you, 
at the precise time thai you 
were busy proving yourself to 
be blame La as 

Hence, my apology. Now, if 
1 can only get this damned fish 
into my ear... 
T Lynch 
Ruislip 

Good luck with the fish. 

Clunbury Road 
mystery 

1 doubt if you would regard this 
letter as being suitable for pub- 
lication in view of its content, 
but I would be most grateful if 
you can throw some light on 
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what ] could describe as the 
Clunbury Road Mystery. 

tn your March edition you 
published a letter from a K 
Clarke, of 81 Gunbuxy Road, 
Wellington, Telford, Salop TF1 
3PA In the letter he requested 
pen-pals for the Wrekin Com- 
putet Club of which he is the 
secretary, there was a further 
letter published from him re- 
garding an extension to the 
Club's activities which had been 
created in order to answer 
queries iromAmstxad owners. 
This extension was to be called 
AMPLIJG- 



elubs and I am considering 
going to the expense of hauling 
Master Clarke before the 
justices. 

Any nope of one of your 
sleuths unravelling the 

mystery? 
Rgbert Lamb 
Cottingharn, E Yorks 

U you were to take Mr. Clarke 
before the courts you might be 
in some trouble yourself. 
Swapping software is not the 
some as swapping books, 
because you can always make a 
copy for yourself - and that's 




1 wrote to K Clarke in ac- 
cordance with his request, and 
we have had a brief correspon- 
dence, The last letter from him 
expressed an interest in Com- 
bat Lyme, and the arrangement 
was (hat he would send me Ait 
Traffic Controller in exchange, 
or on a return basis. 1 sent him 
the cassette in March and so far 
have had no acknowledgement 
from him. 1 wrote again about a 
fortnight ago requesting ihe re- 
turn of the cassette, oi that he 
sends me the exchange cassette 
as promised. I also enclosed 
more than sufficient postage. 

There may be a good re- 
ason for the silence but I'm 
damned if 1 can think Of One that 
is satisfactory. This will be the 
third time that I have been 'con- 
ned' by so-called pen-friend 



piracy. While swapping public- 
domain software, or programs 
you 're written yourself, is quite 
acceptable: swapping commer- 
cial software is a practice best 
avoided. 

The best game ever 

What's the best game around 
for the Amsrjad? Batman? Got 
Dexter? Spmdtzzy? Roland goes 
under * bus? No Way!! 

The game I have in mind is 
neither original nor mind- 
stretching II contains the sum 
total of aero objects to collect 
and it is not a 3D arcade adven- 
ture!! Yes. such a game does 
exist. It was created long ago in 
Arnold's dim and distant past 
(well about 17 months ago actu- 
ally). This masterpiece was duly 
reviewed in a monthly maga- 



zine who said that: 'use of colour 
and graphics is exeelieni, with 
some stunning multi-coloured 
characters.' So a week later I 
was seven quid poorer and one 
game richer, 

1? months have passed. 
nine Mastergames have come 
and gone, and 1 combine to play 
the game. Yet still you choose to 
ignore the most under-rated 
games ever written. I doubt 
whether Bob 'I've played every 
game there is on the Amstrad' 
Wade has even heard of it. 

] just want you to know that 
Star Avenger by Kuma could 
have become a classic. Instead 
it was sentenced to bargain bin- 
land while garbage like Movie 
and Nightshade is hyped-up 
and spewed out for a tenner. 

Ultimate have lived off Film- 
anon for years and it saddens 
mc to see you describe Get 
Dexter, a game wilh that same 
old formula, as 'magnifjquc' and 
'a superb piece of work'. 

World Cup shock 

[ am writing to complain about 
same software I have recently 
purchased, A few months ago ] 
purchased a copy of World Cup 
by Artie Computing and I was 
satisfied with the program Rec- 
ently 1 have purchased a copy of 
World Cup Carnival from U S 
Gold Software. 

I promptly loaded the game 
and to my amazement it was the 
same as the one from Artie 
Computing. Even the music was 
the same. 

Please tell me what J can do 
about this. 
JHaworth 
Stun thorp* 

Unfortunately the 'enhanced" 
World Cup Carnival was pro- 
duced wish the full cooperation 
of Attic Computing, so they are 
unlikely to be upset by the 



Star Avenger does not pre- 
tend to be new or innovative, ft 
isn't. Instead it is an escape from 
the current 3D arcade adven- 
ture trend which has tasted ever 
two years so far and shows no 
signs of dying, 

Star Avenger is FUN! Long 
may 1 continue to fly down those 
tunnels and caves, obliterate 
enemy fighters, bomb cities and 
destroy reactors. 

This is what real computer 
games are all about. 
David Rice 
Glasgow 

This is indeed a game that 
slipped through the AA net, as it 
wasn't sent to us for Amsyclc- 
pedia iti Issue One, and some of 
the best games are the aid ones 
- but you can't be serious about 
Get Dexier/ 

By the way, if you 're so hot 
on Star Avenger, wfty don 'f you 
appear in our Hi-Score table? 
Several other gamers do! 

similarity of US Gold's product- 
There is not a lot you can do 
about it. unless you want to 
write to the Advertismg; Stan- 
dards Authority, the Trading 
Standards Authority, and every 
computer magazine under the 
sun. Many thanks for pointing 
this out for the benefit of other 
AA readers, and read our re* 
new in this issue. 
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FOR A FULL LIST OF ALL FSS PRODUCTS SEND S.A.E, TO 
452 STONEY STANTON ROAD COVENTRY CV6 SDG 
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AHigata Software Ltd. 1 Orange Street. Sheffield SI 40W. Tel: 10742) 755796 



DESIGN 



TAKING.. 



r? 



..TIGfR 



THE ODDS ARE 
AGAINST 

"foul! have to plan for the future 

and use your tactical skills to 

take the attack- tank through 

to "TIGER MOUNTAIN': 

"TAKING TIGER 

MOUNTAIN" is in 3D colour, 

set in a real-time battle 

environment, which makes 

it the most advanced 

battle simulation 

available. 

FortheAMSTRAD 
CPC Range. 




THE COUNTDOWN 
HAS BEGUN 

One man stands abne to defend the 
ultimate weapon "NEMESIS" from 
the Andromedan robot forces. 
He has to escape with the 
"NEMESIS" intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts. . . 

For the SPECTRUM and 
AMSTRAD CPC Range. 

Selected "Design Design" titles 

are available from:— 

^k^ WOOUNOKIHWmm 1 11 

•Sar 'jmum commr 

and all leading software 
stockists, or direct from;- 




Design Design Software, 

125, Smedley Road, Chatham Hill, 

MANCHESTER M8 7RS. 

Trade enquiries: 061-205 6603 



z 
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"\t is good, no-nonsense material arts stuff with some really good 
animation" - Your Computer 

"Good fun, graphically excellent and if you've so far steered clear of 

martial arts games, this could be the one to get you hooked" - 

Computer 4 Video Games 



SPECTRUM £6 95, AMSTRAD CPC TAPE £8.95, DISK £13.95 

OUT NOW 




Purnell Book Centre, Paulton, Bristol BS18 5LQ 



Fattening 



If you're one of then* PCW 6256 gnashing your leelti ot being unable to 
track down on official Amiltad upgrade to the 651 2, a new D-l-Y kit could 

blt«r»tt you. 

Glddel'l PfOducM" kil includes full-ipoc I mega -by to drive and all 
the enlro RAM chips you reed. They claim that all you need to do the job 
ore itr* wdriVftr*, o hocfciow blade, 50 minutes, Ortd "ifcJllj similar to 
replacing a hue". 

Unfortunately the pi-tee rt £1 fl°,°5 only slightly le» than that of the 
official upgrade. 




up Joyce 



Making magazines 

Even betore the re lease of their 
Pacfemakei program Advanced 
Memory Systems have announ- 
ced a package which will go 
ore stage further, 

Magazine Maker is a conv 
btnctiLOJi of Pagamaker with a 
vid&o digmser which converts 
the signal from a video camera 
so that the graphic image can 
appear on an Amsirad screen 
In other words you can have 
pictures mctuded in your page$ 




and have fun editing them, add- 
ing moustaches, etc. 

Unfortunately the relatively 
low resolution means your pic- 
tures won't look too pro- 
fessional when printed out. but 
it co aid be great fun for a simple) 
newsletter, say, 

The package wiU cost 
£129 

• Creoilng a font 

in Fagemoker 
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Fixing Amstrads 



Dictaphone are beginning to 
enjoy their role of official 
Amstrad ma in tamers. If you use 
a PCW for work, a maintenance 
contract could be vital, and 
Amstrad won 1 ! give you one. 
Instead you'll have to pay Dic- 
taphone, who My they already 
have 4000 contracts. 

The cost is £3S ioi the first 
year and £48 for subsequent 



years for the 8256 and £45 for 
the first year, £60 thereafter for 
the 3512, 

Dictaphone were apparent- 
ly worried about taking on the 
role at first, but are now actively 
gunning lor new contracts. Som- 
ething to do with the £150,000 
plus in extra turnover, perhaps. 

You can ring them on 01- 
836 2205. 



Not Pascal and Cobol, but 
French, German, and Spanish, 
Kosmos Software (Tel: 05255- 
3942) have transferred three 
educational titles on to the 6256 
and 8S 12: The French Mistress, 
The German Master and The 
Spanish Tutor, They cost £19.95 
each, and it has to be said that 
,ha CPC versions did not win 
rave reviews in this publication 
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The show that almost made it 



But didn't. Our report on what was missing when several hundred Amstrad owners turned up at London's 
Novotci fori the Idlest exhibition organised by Database. 



This was the show that promised 
much but didn't really deliver it. 
Take New Star, Before the show 
they issued a press release pro- 
mising a FCW lookalike costing 
"considerably less' than the 
82S6. 5000 units ware available 
fox immediate delivery. 

The new product turned out 
be a sheet of card thai, you cut 
up and stuck together to make a 
little cardboard model looking 
vaguely like a PCW, Very 
funny, boys. Would have been 
evert better if you'd had some 
exciting new goodies on your 
stand to interest the people at- 
tracted by the gimmickry. 

Another example was the 
new TV adaptor from 
DK'Tronics, surely the whack- 
iest plug-in on display. For 
£59,35 it'll turn a CPC colour 
monitor into a full-function 
colour TV. But could you actu- 
ally buy one? You could not 
'They'ii be available in a few 
weeks time," we were told. 

More conventionally, 

Electric Studio's new PCW 
lightpens were selling like hot 
cakes, well, warm cakes any- 
way. While they're certainly a 
good product, the interest gen- 



with the drabness of the PCW 
business software on display 

ConurtS specialists Pace 
were displaying familiar inter- 
faces and modems for Arnolds 
and f oyces alike, but most of the 



attention went to their new 
Series Four. This upmarket 
modem range has just about 
everything you could ever want 
from a comma set-up: automatic 
baud-rate detection, 

autodial/answer with a 64 nun: - 
ber memory, Hayes compati- 
bility, the works. Pace call the 
Series Four 'the last word in 
micro-communications'. Unfor- 
tunately they cost upwards of 
£300. For people on tighter bud- 
gets, the newly Amstrad- 
adopted Nightingale probably 
looked more realistic. 

TLmatic Systems were 
also grabbing (heir fair share of 
attention with their range of 
hardware goodies. Their new 
CPC/PCW second disk drives 
take cheap, freely available 
nve-and*a-quarfer inch disks 
rather than the Amstrad stan- 
dard three-kickers. Nut content 
svith saving you money that way, 
the CPC drive crams 8O0K onto 
each disk. 

And if 3" drives are more 
your cup of tea. Magnetic 
Memory Systems were f;cgg- 
irtg their own Second Disc Drive 
(made by Hitachi) for just £?3t 

For disk storage of a slight- 



their new Imager on display 
This slightly dubious gadget 
purports to store the entire 
contents of memory to disk in 
one go - giving you instant 
foolproof tape-to-disk transfer. 



It also allows you to save a game 
halfway through, even if the 
game itself doesn't have a 'save 
game' option. So why wouldn't 
they let us have a sample for 
review? 

Also of interest to games 
players at the show was the new 
auto-fire joystick adaptor from 
Brittania, Normal auto-fire 
.ii;<.:ks cant cope with Arnold's 
joystick port, but this battery- 
powered adaptor seems to 
work fine - and with any stick 
you care to name. 

On the software side of 
things, game players weren't 
nearly so well catered for. As 
usual, the large games houses 
decided they didn't need to 
take Stands at the show. For at 
least one company, this could 
have been a bad move. Ocean's 
remarkable PCW version of Bat- 
man would have caused an 
enormous stir and, Fd guess, 
notched up a great deal of ad- 
vance business. Just another 
missed opportunity, I suppose. 

Even with the enormous 
floor area and the absence of 
the big games houses, there 
were more than enough serious 
software stands to fUl the place 



lot of activity at the cheaper end 
of the market. 

Tenttan had their new Fas- 
word 6000 Locoscript-Bubstitute 
on display and on sale, and 
formerly CPC-speciahsed 



tmor were selling the first 
copies of their Prospell PCW 
con version. More conspicuous, 
however, were the gaps left 
where packages hadn't quite 
been finished in time. 

Minerva announced their 
new First Database for the PCW„ 
but won't be ready to start ship- 
ping for another month. This 
simple first-time user package 
looks very promising, but is 
currently the subject of a legs, 
wrangle between Minerva and 
Gemini - so ils future isn't ent- 
irely certain. 

Mouse experts AM 5 
couldn't quite get Pagemaker 
ready for the show, and Mirror- 
soft were still at an early stage 
with the rival Fleet Street Editor, 
in both cases, showgoers had to 
make do with demos of indiv- 
idual program modules. Also 
unfinished was Amor's PCW i 
Protext, a program which was 
much further from completion 
than rumours had suggested. 

Finally anyone who turned 
up looking for fflM-compaitbility 
will have been disappointed. 
Despite (or because of?) stories 
in Popular Computing Weekly 
saying that Amstrad a new PC i 



And the long promised upgrade 
from Vortex claiming to bring 
IBM-compatibility to a CPC j 
micro again didn't make it - for 
the third show running. 
1987, perhaps. 




Aagggh! That Bored of the 
Mings Delta 4 lot have done it 
again, this time with a wicked 
parody of guess- what. 

Bimbo Faggins sets oft on a 
quest (divided, as in Sherlock 
and Bored, into three parts) that 
will lay the foundations for the 
action of Boipd of the Rings. You 
can switch off the pretty pic- 
tures, do RAM SAVES, and even 
TALK TO outer characters - ail 
done (miraculously) using the 



good old Quilt ■ Uiustiator. 

Those who like a good 
laugh will already have singled 
out Delta 4 and their publishers 
GUI* as a much-needed bit of 
light relief from serious crc-K- 
bashing. The Ptlg will be taking 
lor a walk up the Molehills 
of Berkwood and into the Necro- 
mancers Mental Hospital as sow 
as an Amstrad version Jails into 
his sweaty little palms. 



■LE \ 

Shuper game from 

Arrigota 

Fresh from their tasteful reactor 
simulation Meltdown, Sheffield 
software house Alligata are 
about to release a compendium 
of pub games called, surpris- 
ingly enough, Pub Games- It 
features all the games you're 
aver likely to see down your 
local: bar billiards, dominoes, 
darts, table football poker, pon- 
toon and bar skittles 

Alligata s press release 
suggests that reviewers should 
consume large amounts of al- 
cohol while testing the 
program. Clearly an attempt to 
ensure that any faults are acci- 
dentally slurred over! 

The compendium is for the 

CPC micros and costs £9,95 on 

i cassette, £14.95 on disc. 

<NC7i 
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OTHER NEW PRODUCTS 

*■ Foi the £IS8, a mouse from 
Kempsion tTel: 0334-327S44) ai 
£69 93, It'll be compatible with 
Mirroisoft's fleer Street Editor 

I* Prom Melbourne House a ma- 
chine code monitor for the CPC 
464/684/6128 called Breakpoint 
£14.95 on cassette. Claimed to 
be 'the most flexible and 
powerful system for testing and 
debugging machine code 
programs on the Amstxad 
computet*. ' 

tfr Money Manager, from Ad- 
vance Software Promotions (Teh 
0270-736585) 'An extremely 
powerful, and flexible email: 
business and personal account- 
ing package,' For PCWs and 
CPCs, £39-95 on disc. 






»► Oxford P&sc&f for the 6128 
and PCWs. Runs under CP/W 
and claim* to be 'the fully ex- 
sanded implementation of 
Pascal". £24 M on disc. 



*■ Sti person s dai&baee Iwtetir 
Recall. 'Easy lo use', it says 
here. £17.95 On cast or £24,95 
on disc. 



JLnti-diBc^chaos-widget launched 

A littk- filing cabinet which will hold ten 3" discs are being distributed by 
Micro Interface (Tel 01 -340 03 1 0). 

When you open the drav* a level mechanism fans out the dte. Better, 
we suppose, than having them fanned out all over the desk os k our wont. 



French soccer 

Platini may not have been able 
to take France through to the 
final of (he World Cup, but 
French software house Lonciol 
are hoping to have found a win- 




ner with their latest program 
Soccer 8S, being distributed 
over here by Activision, 

11 features arcade action an 
a scrolling pitch, plus the facility 



to organise your own team. 
Let's hope ii's belter than World 
Cup CAriiivm! - review next 
time. 




Profiting from PCWs 

Gem Distribution are the latest 
company hoping to earn a 
penny or two out of the seem- 
ingly insatiable hunger of PCW 
owners for accounting 

packages. 

Gem have got the distri- 
bution rights for Compact Ac- 
counts, a range of software 
available in separate modules 
or as a complete package cost- 
ing £200. 

For more information ring 
0379-444615. 



Matte if H* 111 amv»* 

Campbell Systems, hove retooled 
a new version oF their popular 
dotobose Mettt*rttl0. New fee- 
ture* include f!*id*to*flsid cotctiU 
a Hon copabflily, enhanced cus- 
tomising end the ability to yp- 
dott dfrscily from reports, 

Another Important Improve* 
went claimed i* In speed - file 
Save/ Load operations Qrm told 
to be three times foster 

Maiterftfo ttt It aimed of 
CPC 6128 owner* aed cOJH 
£39.95 on disc 
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Powerful Stereo amplifier which utilises the 
Amstrads full sound capabilities. 

Computable with the 464, 664 and 6128 
computers. 

Very easy to use. Demonstration software 
included. 

Enhances most existing software in 
wonderful stereo, 

No external power supply needed. 

Works with ALL add on's. 

• Complete with two high Quality 30 watt 
double cone air suspension speakers in pod 
mounts, for group listening and a pair of 
lightweight headphones for personal 
listening. 



Range of music tapes which complement the 
Maestro perfectly. 

Can be used with your own Hi-Fi speakers. 

A must for all music lovers 

i Designed by experts. 

VANGUARD LEISURE LTD. 

CHURCH HOW CHAMBl KS, FHANKI AHOS, 
l"N(iK>N. FUSION PHI SPO 



ONLY 



7S39.951 





A V,»fi<tu.iffl i enure Pro* 




VANGUARD LEISURE LTD 
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LONGTON, PRESTON PR4 5PD 
Telephone (0/72) 61 7665 




PART 2 




If you read the first part of this series, in the July issue, 
you should be familiar with the concept of an operat- 
ing system, of files and file names, and how to list a 
directory using the DIR torn mo nd. If you are not then 
you'd better go hack and read it now! In this, the 
second part, we will look more closely at file types 
and the DIR command, and introduce some further 
ideas. 

So, straight down, to work, turn your Arnold or PCW on and 
load up CP/M as described in Part One. On the A-prompt (the 
A> symbol) type DIR and hit Return. Once again you will be 
presented with the directory listing, but let's look at it more 
closely. 

Notice thai most of the files listed end with the extension 
(another name for file type) .COM. This indicates that the files 
concerned are program tiles, summoned by issuing the 
COMmand that is the first part of the filename. For example, if 
you have a GPC machine and are running CF/M PLu"S h try 
entering DATE at the prompt. A date and time will be 
displayed on the screen, followed by the good old A-prompt. 
What you have done is run the program file called DATE, COM. 
The time and date are probably totally wrong, but don't worry 
about that ai this stage. 

If you have a PCW you probably won't have the file 
DATE.COM on your directory, However you will have 
8ASIC.COM, so try typing BASIC instead. A message will come 
up showing you are in Mallard Basic, followed by the Basic 
prompt Ok'. You could now start writing Basic programs if you 
felt like it, as what you have done is run the program 
BAS1C.COM, which is the programming language Mallard 
Basic. Instead enter System which takes yq>u out of Baste and 
back into CP/M PLUS, 

Finally to those of you with CP/M 3-3, who might be feeling 
left out in the cold by now as neither of the above files are on 
your system disc - try entering LOGOS This Will load up the 
Logo programming language, stored in the file labelled 
LOG02.COM, and you wiU be presented with the Logo prompt 
T. To exit back to CP/M 2.S, simply type bye and the A-prompt 
reappears. 

COM files are probably the most important that you will 
find on commercial software discs, but there are other file types 
that are generally reserved for particular types of files, and 



best avoided when naming your own efforts. These are listed in 
a panel on these pages, together with other types that are in 
common usage. Another file type that might be important is 
,BAS, used for Basic programs Programs written under Basic 
are saved with this extension, but these do not operate in the 
same way as COM files - they cannot be run by simply typing 
the first part of the program name. Instead you must load Basic 
and summon the program from there. 



MORE ON DlRECTORIESHmillllllllllllMBiillllllllM 

The basic directory listing, obtained using the straight DIR 
command, is of limited use, It tells you what files are on the disc 
in question, but it does not tell you anything about them. In 
particular it does not tall you how long they are, or how much 
room you have left on the disc - both important information for 
housekeeping. 

As usual, CP/M PLUS and 2.2 handle this in very different 
ways If you are using CP/M PLUS you will notice a file listed on 
the directory called DIB.COM. As you know this is a program 
file, summoned by the command DIE. It contains extensions to 
the basic DIR command, which are listed in the panel on these 
pages, and increase the power of DIRectory listing. Try enter- 
ing this after the A-prompt: 



A>dfr tsllol 

Scanning Directory.. 

Sorting I; i r e c 1 1: : >■ 

DlrtOtflfy Par JrL>'5 A \tm*r 6 



A: BASIC 


COX 


ZBTL ■■ 


DIP CON 19k 


I H8GK1T 


GQM 


7U 




A. It 


cox 


10k - 


EBABE DOIT 4k 


J11CFX3 


EXS 


4 0k 




A ttSTS 


VT 


Ik : 


LA1GVAGE COX Ik 


PALETTE 


COR 


Ik 




A PAPER 


COM 


3* : 


f.t cox 4k 


PEDFIL5 


£*<■ 


Ik 




A USttKS 


::x 


3* ! 


RP1D BAS 7k 


. EFEE 


SOB 


l* 




A; SBf 


tax 


11* 


SET24i0Q COX Ik 


: SETDEF 


COX 


4k 




a: ssTttsre 


tax 


2k 


SSTLST WH 2* 


( SETSIO 


COX 


3k 




A i SKOV 


cox 


£k 


S'JRXir COR Ml 


: TYPE 


COX 


3k 




Total 6y-.*« 


X. 


If Ok Total R*C4f>4« ■ 


1305 Files 


Found » 


?4 


Tot*: Ik Block's - 


:to UHilfDu Dir Bnt 


rla* F^r DrIV* 


A: 27/ 


f.-i 



Now you can see how long those files are in kilobytes. At the 
bottom left of the screen you can also see that they take a total of 
170K of the disc space. Amstrad discs can hold upto 178K of 
data, so simple arithmetic tells you that you have approximately 
8K of empty disc capacity left. 

If you want to know all the facts about the files on a disc, try 
the following command after the A-prompt: 



A>4lr 1 twill 




















S'lttri : nfi 


tat Dry, . 


















■erst tg 




















51 r#e : or 


f Fc:- 


rxi"! 


A Star c 












ha 




F-, — 

tat 


334 


Pie PV 1)11 


:.UJI 


iSk 


?taca 
Hi 


A-i 
Ml 


;rt>«vj 


hash 


COM 


XV 


siso:t 


DOM 


7k 


P<J 


Mr 


irv es 


COX 


]Dk 


ts 


Dir 


trW 


ppa.'jh 


* 


Ak 


Sf* 


Kr 


*</ xitcpxa 


£«£ 


40k 


339 


01 r 


Rhf 


Etm 


VP 


i» 


T 


Dir 


s;tf CABO'JAfiS 


CO* 


Ik- 


4 


Plr 


BW 


PALSTTt! 


■ 


it 


5 


I'lr 


RW FArEH 


■:c¥ 


Sk 


W 


Oil 


RV 


Ht 


COX 


9k 


ftfi 


lur 


»U PPOFtLS 


HGQ 


I k 


9 


Sir 


Rtf 


pisaks 


COM 


3k 


ij 


Sir 


KB --hi 


HAS 


7k 


W 


51 r 


R'W 


H't 




Ik 


l 


01 . 


M OS! 


COR 


13k 


a; 


Oi r 


,-v 


S5T*4I(S0 


■ 'i 


li 


9 


01 r 


BV SXTEEP 


U0» 


4k 


33 


01 r 


RW 


SBTAKTS 


COX 


S\ 


1« 


01 r 


kv SETLST 


COX 


sx 


\t) 


Uir 


KV 


OTTBtQ 


COM 


2k 


16 


Dir 


XII '• '• 


cox 


9k 


fl* 


Dlf 


PV 


JCU9KIT 


. H 


e* 


*3 


01 r 


sw trra 


cox 


3k 


?t 


Dir 


«v 


rota 1 by 


',ca 


. 


|*flfc 


Total Jtacsrd* - 1304 Flies Foui»4 •> 


84 




r«L*l Ik 


ftll*£ 


to. = 


US 


tscd/Kax T;ir Kn.tr la* 


Fcrr Itr 1 vft A i 


27/ 


64 
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As you can see. in addition to the size in kilobytes a number of 
other parameters are listed as well. Hen comes "Records", 
which is a more accurate measure of file size- One Record is 126 
bytes of data. If you look at the above directory listing you will 
see six files listed as IK long, but containing anything from one 
to eight 128-byte records. The total number of records on the 
disc is recorded as 1305. which seems to indicate that only 1633C 
of the available apace is occupied, and not the I TOE listed. 
Unfortunately CP/M takes the latter figure and not the former, so 
the extra 7K 13 effectively unavailable. 

The last two parameters are under the heading of 
'Attributes 1 . Piles can Either be 'Directory' or 'System', which 
are hidden from Directory listings. Files can also be 
'Read/Write', which means they can be changed or deleted by 
the user as well as read, or 'Read Only' files, that you can run or 
look at but cannot change or delete. Setting files to 'RO' is a 
useful way of preventing unfortunate accidents - fear not, we 
will be covering attributes later. 



BACK TO CP/M 2.21 



Unfortunately none of these work with CP/M 2,2. Instead you 
have to use a new command, STAT, which gives you control 
over the STATus of your system. This program is contained in 
the file STAT.COM which you can see on the directory listing, 
and is a powerful command in its own. right which we will 
examine more fully next month; but for now let's use STAT to 
examine the contents of the disc. First of all, try entering STAT 
by itself: 

111 ft/M, 3p*C*i 7k 

This does at least tell you how much space you have left on the 
disc, but does not give a complete file list. STAT operates in 
much the same way as DIE, using wildcards as was described in 
Part One of this series, So to get a full file listing, try entering 
STAT *.* after the A-prgmpt: 
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Although organised differently, this gives, much the same 
information as the CP/M PLUS command D1R (FULL). The 
STATus command has many uses, and will be covered more 
fully in next month's episode of this Series. See you then. ■ 



DIRECTORY OPTIONS 

CP/M 2,2 users are stuck with 
the simple command DHt, bat 
CP/M 3.1, otherwise known as 
CP/M PLUS, allows several op- 
tions that extend the power of 
DDL With the exception of DIRS, 
which is a command in its ewi 
right, these are enclosed by 
square brackets after a space - 
for example DIR fFULLJ. In prac- 
tice you need only type the first 
square bracket and the first two 
letiers of the extension, so DfR 
f FU would have the same effect 

DIRS This is the flipiide of the 
conventional DIR command, dis- 
playing Only (he SYStem files 
that are hidden from BfR. 

[FULL] Shows the full details of 

the directory, including si2e in 

kilobytes and all attributes. The 

list is sorted by filename and 

type. 

(SIZE} Displays the files with 

their aire in kilobytes. 

[DATS] Displays the date and 

urne stamps of the file?. 

(ATT} Displays the attributes of 

the ales, such as R/O for Read 

Only fiies, R/'W for files that can 

be written to as well, and SYS if 

this option is used. 

[DRIVE «• ALL] Displays the 

files on all the disc drives in use. 

FILE TYPES 

These are the most common file- 
types or 'extensions' that you 
are likely to find on a program 
disc, and. are generally best 
avoided in your file names: 



'Command' file, tn- 
an executable 



COM A 

di Gating 
program. 

BA5 A Baste program, If you 
save a program written from 
Basic it will automatically be 
Saved with the HAS extension, 
unless you specify otherwise. 
BOT A Binary file. Programs 
written in machine code wit] 
usually be saved with this 
extension. 

SAX A Backup file. When you 
save a text file from Wordstar, 
or some other word processors, 
the previously saved file is 
given this extension- If you need 
to edit the Backup file it has to 
be renamed as most word pro- 
cessors wont edit files with this 
extension. 

QVR An Overlay file. These are 
special program files which act 



fDRTvT K) Display* the files 
on the disc in drive A 
[DRIVE = B] would display those 
on drive B. 

[EXCLUDE] Excludes fil« with 
the specification following the 
command from the directory 
listing, so DIR [EX] *,COM 
would show all except the Com- 
mand files. 

[NOSORTJ Displays the file 
names in the order that they are 
found on the disc, rather than 
sorted by file name and type. 
This option requires a* least the 
first three letters [NOS to run 
properly. 

[RO] Only shows files with the 
R/O attribute. " 
[EW] Only shows R/W file*. 
ISYSJ Only shows STS files - 
rather like DIRS 

[USER = 1] Only shows files for 
User One (or whatever number 
is used), 

[USER = ALL] Displays all files, 
regardless of user . 

With the exception or DfRS, all 
the options listed above are 
'transient', and require the pre- 
sence of the file DER.COM on the 
logged drive. This file is on 
your CP/M PLUS system disc, 
side one. 



as extensions to the main 
program. An Overlay is called 
into memory by the main 
program when it is needed, 
SUB A Submit hie. We Will be 
looking it how you create these 
later on in this series. 
$$$ A Temporary file. These «e 
sometimes created by 
programs for their own 
purposes, 

There axe other file types which 
have become accepted for cer- 
tain types of file, Whether you 
use them or not it up to you. but 
it is generally a good idea if 
your discs are likely to be used 
by anyone else: 

DAT A Data file, for data that 
might be needed by a program. 
DOC A Document file. Usually a 
text file containing information 
about a program on the disc, or 
fust some erudite prose. 
TXT A Text tile, Usually created 
by a word processor and much 
the same as a DOC file. 





Absolute 
Beginners 



Loops and variables and lots of pictures feature 
in Andrew Wilton's continuing series 



The story so far: a program is a series of commands and 
compound commands, each with its own number at the Stan, 
The commands are called lines, and the numbers are their line 
numbers. The lines are stored away as they axe typed in. 
Arnold doesn't obey the commands until you tell him to, using 
the command RUN, 

On receiving the RUN command, Arnold runs through the 
lines m numerical order, starting with the lowest line number 
and working through ip the highest. When he's finished the last 
command in the highest-numbered line, he puts up the message 
'Ready" and waits for your next instruction. Now read on... 

Before we Start on the serious business of program editing 
and variable!, here's a little program for you to type in and run: 

10 FOR c -1 TO 100 

20 PRINT "This in just one of a hundred identical 

messages'* 

30 NEXT c 

It isn't very useful, but it does illustrate an important idea. U you 
had to type in a hundred lines all reading 'PRINT... 'you'd wear 
your fingers out and probably go bonkers in the bargain. Using 
the commands FOR and NEXT, however, you need only have 
one copy of the instruction, Arnold can then perform the task 
over and over again - a process called looping:, I'm not going to 
tell ycu how to use FOR and NEXT just yet, If you really want to 
learn a new command right this minute, you can try the 
command NEW. This wipes out the current program, so that 
you can start from scratch. Use it now. and you'll have a nice 
blank Arnold ready for the next bit, 

EDITING A PROGRAM 

Take a look at this program: 

10 CLS;MOV£ 300,180 
20 DRAW 34Q. 130,1 
$0 DRAW 340,220,1 
40 DRAW 300,220,1 
SO DRAW 300,100,1 

You may be able to work out what it does just from the listing. If 
you can't, type it in and RUN it to find out. 

Done that? Now, you should have a small square drawn in 
the middle of the screen, and the 'Ready' message up in the 
corner to let you know Arnold's finished running the program, 
Line 10 clears the screen and MOVEs the graphics pen into 
position, and the other lines each draw one of the sides of the 
square. 

If you wanted, you could add lines to the program simply 
by typing them in. As we saw last time, the line number of your 



new line determines where it goes m the program. A new line 
with the number 35, for example, will go in between line 30 and 
line 40. What we didn't cover was how you could alter, replace 
or get rid of program lints. 

Let's Stan by learning how to replace program Unas. 
Suppose you want our program to draw a house-shape rather 
than a square. To do this, we have to get rid of the command 
which DRAWS the top line of the square. In its place we'll need 
two commands, one for each slope of the roof. 

The line we're interested in is line 40. This moves the 
graphics pen from the top right to the top left corner, drawing a 
line as it does so. Now. if we can replace this with a new roof- 
drawing line, we'll be in business. Type... 

40 DRAW 32O,240 r l:DRS W 300,220,1 

...and you'll find the program now draws a house when you 
RUN it. Type LIST to take another look at the program, and 
you'll see what's happened. 

Whenever you type in a program Line Arnold checks to see 
if there's an existing line with the same number. If there is, he- 
replaces the old line with the new one, Thus, the new roof- 
drawing line 40 takes the place of the original 'DRAW 300,230. 1 " 
line 40. 

If you only want io make a small change to a line, you can 
use the EDIT command. Suppose you want to DRAW the first 
line in a different colour, for example. To do this, you just need 
to change the last DRAW operand - the number 1 - in line 20. It 
would be a lot of effort to retype the line just for mis, but 
fortunately you don't have to. Type,., 

EDIT 20 

...and Arnold will put line 20 up on the screen, complete with a 
cursor to edit it with, 

You can alter the line in the usual way using left and right 
arrow keys to move the cursor, <del> to get rid of unwanted 
letters, and simply typing letters or numbers you want io insert. 
In this case you move the cursor to the end of the line, erase the 
final '1' with the <d*l> key and then type a '2' to replace it. 
When you've finished editing the line, just hit <renirn> (or 
enter? on the older machines) and Arnold will store it away in 
place of the old, un-edited version. 

Finally, you can wipe out unwanted lines altogether. If you 
type a number on its own and then hit < return*, Arnold takes 
this as meaning 'Find the line with this number, and throw K 
away'. You can get rid of the house's left-hand side in this way. 
The line that draws that section is line 50. so delete it by typing 
the number 50 and hitting ■-. return >, Try LlSTing and RUNning 
the program, just to check it's worked okay. You can also try 
deleting a line that the program doesn't actually have - line 60, 
for example. 
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As ait exercise, get the program back to its original state 
using ihese editing techniques, Once you've done that, and RUN 
it to make sure it draws a square again, you can move on to the 
next section. 



THE WONDER OF VARIABLES 

Okay. ao you've got a program which draws a square in the 
middle of the screen Now suppose you want to draw that same 
square somewhere else on the screen - at the left-hand side, for 
example. The question is. how are we going to modify the 
program to do this? 

The obvious way is just to use EDIT on each of the 
program's lines in turn, modifying all the distance from the left- 
hand side of the screen' coordinates * the first operands of 
MOVE and DRAW, in other words. This is going to take you 
quite a while, and it's pretty boring stuff. If you feel you need 
the editing practice, go ahead - but there's a much better way. 

With our program as it stands, we have to alter every line 
of it just to change where it draws the square. Later on we're 
going to want to change the square's position over and over 
again, so we'll need to do someihng to make life easier. Alter 
the program using EDIT so that it looks like this: 

10 CL3:MOVE a, 180 
£0DHAWb480,l 
30 DRAW b,2 20,1 
40DRAWa,Z2D,l 
50 DRAW*, 1*0,1 

...and then add a new line 5. which should read... 

S*-30G;b->W 

When you've done all that,, RUN the program. You should get a 
square drawn in the middle of the screen, just like before. So 
why go to all that effort editing the program? To find out. type in 
this replacement line 5... 

5»- 0:fc 40 

...and RUN the program again. You should now have a square 
drawn on the left-hand side of the screen - and you only had to 
change one line to get it ihere. Change line 5 to.. . 

...and she program draws the square over on the right. Again, 
you only have to change one line. As you can see. that editing 
you did has made things a lot easier. Now, how does the 
modified program work? In particular, what does line 5 do, and 
how can changing it alter the whole of the rest of the program? 

Let's look at the first version of line 5 - a - 300;b = 340', The 
colon tells us that we're looking at two separate commands. The 
first is H a-300\ and the second is H b -&♦(>'♦ The command 
'a = 300' tells Arnold that from now on whenever you use the 
letter a' by itself, you mean the number 300. 

This means that the command 'MOVE a. 180,1' means the 
same thing to Arnold as 'MOVE 300,180.1', Likewise, 'DRAW 
b,220.r has the same effect as 'DRAW 340,320,1'. because 
b 340' tells Arnold that you're using 'b' to mean the number 
3.4'" 

Of course 'DRAW b,S2W only means 'DRAW 340.320.1' 
because kne 5 says 'b' : 340'. As we've already seen, if you 
change line S to read '5 a-0?b-40' then Arnold will treat 
DRAW b.2Z0.r as being equal to 'DRAW 40,220.1'. In other 
words, you can change the meaning of all the commands which 
use 'a' or 'b' as operands, simply by altering line 5. 

This saves a Jot of effort, but it's not the end of the story, 
Make sure line 5 is the original 5 a - 300:b - 340" and then type 
in a new line 45 to read... 




Now run the program and see what happens. You should find 
that the left-hand side of the square doesn't join up, but goes off 
at an angle instead. This left-hand side is drawn by line 50. List 
the program, and you'll see that line SO reads *S0 DRAW 
a, 180.1". If you run the program without line 45, Arnold reads 
this as "50 DRAW 300.180,1* because of the a -300 in line 5. 
With line 45 in the program, however, this changes, 

Line 45 tells Arnold that from now on 'a' means the number 
230, The next time he comes across 'a', he treats it as the 
number 260. Thus, he reads line 50 as if it actually said "50 
DRAW 260, 180. r. You could do the same for *b* inbetween lines 
20 and 30, if you liked. 

As you can see, 'a' and 'b' can change in value during the 
course of the program. Because of this, we call them variables. 
Commands which change the values of variables* like the ones 
in lines 5 and 45, are called assignments - because they assign 
new values to the variables, 

On their own, variables aren't very powerful. The most 
important thing about them is the way they can make the same 
command mean different things. If you've got the command 
DRAW a,b,c p this obviously draws a line: but where to, and 
what colour? It all depends on the values of the variables a, b 
and c. By changing the values of the variables, you can make the 
command draw a line wherever you want, in whatever colour 
you want - without having to rewrite the line itself. But what 
good is all this? Well, remember the silly little program right at 
the start, that printed the same message a hundred times? The 
program only had one PRINT command, but the FOR and NEXT 
commands told Arnold to perform the PRINT a hundred times. 

The "hundred messages' program wasn't very exciting, 
because it did the same thing over and over again, if we used 
FOR and NEXT in the same way with our square-drawing 
program, we'd just keep drawing the same square in the same 
place over and over again - and that would be very boring 
indeed. With variables, however, we've seen that you can make 
the same command do different things. Instead of drawing the 
square in the same place over and over, you could move it a 
little bit each time. Alter your program to read thus,,, 

S FOR ■ ?- TO 599 

10 CLSiIWOVE a, 180 
20 DRAW a 40,180,1 
30 DRAW a * 40.220,1 
40 DRAW 8,220,1 
SO DRAW a, 180,1 
60 NEXT 



...and RUN* it, We'll go through how it works next time, when we 
round off loops and variables. For now, let's have a quick 
summary of variables. ■ 



VARIABLES 

Anywhere you can use a num- 
ber as an operand - the *2" in 
'MODE 2 . for example - you 
can use a variable instead, 

A variable is a letter or 
word which represents a num- 
ber. You set the value of a vari- 
able - the number which it re- 
presents, in other words - with 
an assignment command, For 
example, 'a = 2' assigns the 
value 3 to the variable 'a". From 
then on, you can use the letter 
"a - to mean the number 2. Thus 
'a-2:MODE a" tells Arnold to 
change ioi*iode2. 

You can change the mean- 
ing of a command by altering 



the value of a variable. If you 
type 'a = I MODE a;a-2:MODE 
a', those two 'MODE a' com- 
mands do different things. The 
first means 'MODE 1' because 
l a' has a value of 1, and the 
second means 'MODE 
because 'a' now has a value of 2, 
Using loops, you can per- 
form the sam^ command 
several times. Using loops and 
variables together you can 
make the same command do 
several different things, one 
after the other. For details on 
how to do this, you'll have to 
read next month's Absolute 
B&gmners. 
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Caxton Software had to slosh their prices to enter the 
Amstrad CP/M software market, but I he risk paid off 
with a string of favourable reviews and high sales. 
PETER TURPI N. visited their underground HQ. 



It used to be thai when you heard the word 'Caxton' you 
Immediately thought - if you thought of anything at all - of 
massive Bibles created on the presses of England's first and still 
most famous printer. Now, as befits these days of VDUs and 
interfaces, it has another connotation: some of the best and most 
competitively priced CP/M software to be found for the 
Amstrad computers - the database Cardbox, the bigger data- 
base Condor 1, the powerful spreadsheet Scratchpad Plus and 
the 'ideas processor' Brainstorm. 

Caxton's one of those companies who seem to have been 
just playing it cool until the right computer came along to 
stimulate them. That machine, of course, was the PCW 8256 - 
although it's only been around since August of 1985, over 60% 
of Caxton's business is now in PCW software. And they weren't 
doing too badly before. 

They've done it. of course, by pricing their products 
sensibly. Unlike many other software houses with well-known 
CP/M programs. Caxton nevr made the mistake of thinking that 
they could charge the prices that the corporate buyer with a 
tower-block of IBM PCs could pay. They realised that what 
you're prepared to pay for the software bears a pretty close 
relation to what you were prepared to pay for the computer in 
the first place. You're unlikely to ever to see a Caxton program 
costing more than £100, 

As if reflecting their bargain-basement prices Caxton 
Software are to be found in - a basement. No ordinary 
basement, mind you. No, this one is in the heart or London's 
fashionable Covent Garden and supports, on the building's 
other floors, the large ofices of Digitus, a computer company 
with close links to Caxton. 

Running the show down below is Caxton's managing 
director Bob Huckle, lately ennobled from the position of sales 
director. He it waa who explained to your correspondent the 
history of the company, 

Caxton was established back in 1980 by Bill Barrow and 
David Tebbut. The two wanted to run a software house in the 
same manner as a book-publishing venture; finding talented 
authors, 'printing' and marketing their work. 

The first product they found was Csrdbox, written by one 
Martin Kuchanakj. David Tebbut tells an amusing tale of his first 
sight of the program: after he and Bill Barrow had nodded 
sagely throughout the author's presentation he turned to his 
colleague and said 'Do you Enow what all that was about?' to 



which Bill Barrow replied No. I was rather hoping you did.' 
They obviously found out pretty quickly, because Cardbox 




soon became Caxton's major product. In those days it was for 
machines that have now been almost forgotten - the Superbrain, 
the North Star, the Osborne 1. But Card box has been given a 
new lease of life by Amstrad and it's still selling well. 

CP/M as an operating system seemed to be doomed when, 
in 1982. PC DOS hit Britain. In those days a cheap' computer 
meant something around the £1800 mark; the only machines that 
could run serious software were in offices. Caxton went with the 
market and their next few programs appeared on that system. 
One of them - Brainstorm - was a real original (see box)- Things 
progressed as normal for a medium-sized software house until 
the arrival, in summer of 1985, of.. .the PCW 8256! 

And that was when Caxton made a name for themselves. As 
Bob Hucklfe <?x plains: "We knew something was going on in the 
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summer of 1965. And we can move very quickly.' Move quickly 
they did. 'We were inundated with requests in the first week of 
October, Within another week our products we*e out For the 
PCW 

As befits someone who's seen hia business increase drama- 
tically because of it, Bob Huckle has some nice things to say 
about the PCW: 't think it's a marvellous machine. What you get 
for the price you pay is terrific. We've been using them 
ourselves since last October.' 




J 



As far as software is concerned Bob Huckle will tell you that 
'pricing is one of the most difficult decisions to make' Just think 
about it for a moment- it takes a certain amount of courage to 
reduce the price of a program, as Caxton did with all o( theirs, 
from around £200-300 to just £49. 99 or £99.99. It had to be & 
gamble, but for Caxton - and the Amstrad user - it paid off 
handsomely. 

If you've written an ace program for the serious user, 
Caxton willcertainly give it the once over. But these days they 



do little programming themselves. Nearly all their programs 
are Stateside products which they licence in the UK. But they do 
produce the manuals themselves. Not only that, but they copy 
and pack all Caxton programs in that basement in Covent 
Garden - with a workforce of only eight. 

Like everybody else in the Amstrad C?fM market Caxton 
are dunking hard about the imminent arrival of Amstrad "3 IBM 
PC-compatible. 'It's a critical time for Ihe software market', says 
Bob Huckle, "because Anuirad and the mainstream are two 




completely different markets. But if the price is right... we think 
we're better positioned than any of the big boys to take 
advantage .'' 

Otherwise, Bob Huckle has some interesting, if cryptic, 
prophecies for Caxton; "We have some very excibng plans for 
the next sis months with regard to the way in which we are 
selling our software. The way in which we are perceived by the 
outside world may change." Make of that what you will, but it 
certainly suggests to me that Caxton will be around for a long 
time to come. 



Inducing a Brainstorm 



Spread sheets, word processors, 
databases - you know oil about 
that lot. Byt 'Ideas processors'? 
Not till Canton brought out Brain- 
storm on the Amstrad did you 
hove a clue 'what one of those 
was. 

Brainstorm was lhe brain- 
child of David Tebbut, one of 
Caxton's found or s Mot surpris- 
ingly, he's a great enthusiast for 
the program: 'I use it day in day 
out. It's a great way of sub- 
contracting your thinking." He 
likes to describe It as o way of 
'( reeling my ideas at the end of 
rhe thinking period.' 

It's one of those orlginol 
ideas wtodt almost - but not 
quite — come to light on the back 
of a packet of Fags. In fact, it 
grew out of David Tebbut'* 



ivety long, from the Cabinet Off- 
ice to the OHSS- So, whether 
you're on the front bench or on 
the dole, Brainstorm could be 



experience os o proieci manager rvcrly Jong, from thi 
for ICL way back in the 1970s, ice to the OHSS. 
Using the technique of 'mind- you're on the fron 
mopping' - drawing Ideas 1n the dole, Braiastc 
chart form — Tebbut found lie was influencing your life 
running out of wall space for the 
ramification i L of his thinking. 
Hence Brainstorm, with more 
room for duplication, connection 
and movement. 

Once Tebbut hod thought it 
through, the program was refined 
by his colleague Mike liordel- It 
appeared ffrsl on PC DOS but 
was vpry quickly converted for 
the PCW. As David Tebbut says: 
u The Amstrad had been marvel- 
lous for Brainstorm' 

Brainstorm seems to have 
been good For lots of other 
people as well — the list of 
corporate customers is Impress- 
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A A offices 2am. Andrew WNton completes an ex- 
hausting look at a massive program, now released on 
the PCW at one third its normal price. This review was 
Fuelled by seven mugs of strong black coffee. 

Last issue we reviewed Condor 1, the imported database 
management system from Caxton, This month it's the turn of 
Ashton-Tate's dBASE U, now available in a cut-price version 
from First Software, 

It would be fair to say that dBASE II is a classic. It is to 
database management what Wordstar is to word-processing. 
That's not to say that it's the beat of it's kind by any means; but it 
is certainly the best known. It's been available on the PCW for 
some time, but the £39S price tag made it only slightly cheaper 
than the hardware needed to run it. 

Clearly the price needed to come down, and that's just 
what's happened, In a bid for the mass market, Ashton-Tate 
have licensed this £119.95 version from First That still leaves it 
costing £20 more than Condor 1 - so is it worth the extra? 

For your money you get a smart ring binder containing the 
loose-leaf manual, the program disk and a £S off voucher for 
the book 'dBASE H Tricks and Tips'. U you find the presence of 
this last item ominous, your mind obviously works the same way 
mine does. 

The loading instructions are the only Amstrad-specihc 
information in the whole package. As usual, the start-up process 
involves transferring program files to the M: drive. Unfortu- 
nately there is no .SUB file to do this for you, so you'll have to 
either write your Own or do the transfer by hand every time. 

Once you've PIPped the files across, you run the main 
program DBASE.COM. After a date prompt and a lenglhy 
copyright mestage, you're offered a command prompt. This 
takes the form of a dot, and gjves no indication of the logged 
drive. Above it is a message advising you to type 'DO MENU' 
unless you are a programmer. At this stage you're definitely not 
a programmer so the chances are you' re going to do just that. 

TYPES OF FILE 

MENU is intended as a sort of 'dBASE II without tears'. It allows 
you to create and manipulate files by choosing options from 
different menus. It has comprehensive onscreen help through- 
out, and is really very easy to use. 

The first thing MENU does; is to request your initials. Using 
these it can tell if you've already created files in a previous 
session, and respond accordingly. If you haven't you'll get a lot 
more explanation than normal, and fewer options. To start with 
there are only three options, in fact - to create a file, call up 
onscreen help or quit. If you choose the file creation option 
you'll have to give the new file a name and define its record 
structure. 

For each field on the file's record card you have to provide 
a name, specify its size and the type of data it is to contain. This 
must be either Numeric, Character or Logical. 'Numeric" 
speaks for itself, 'Character' here just means alphanumeric but 
'Logical' needs some explanation. A logical is the answer to a 
true /false question. It is always one character in length, and 
must contain one of the charaters 'YXyeaJ.'N'tnoJ.'TXtrue) or 
"F" [false). As an example, a person's marital status could be 
indicated by a logical field. If you give the field the title 
'Married' then true /false would tell you what you need to know. 

There's no need to DO MENU just to create a file. From the 
dot command-prompt you could instead type CREATE. This 



would create a file and dBASE U would then prompt you for its 
name and the details of its structure. 

Once you've created the file from within MENU, you're 
faced with a whole series ot new options. You can add or delete 
records, browse through them or turn them into a printed 
report. All these MENU options have equivalent commands 
which you could type in at the dot prompt. Once you're used to 
the commands you 11 find they work much faster than MENU; 
you'll see why later. 

Once a file has been created you can open it from the dot 
prompt with the command USE, and type data into it with 
APPEND. This latter is the first you'll see of the record card 
itself, and it doesn't look very impressive. You have none of the 
control over its layout that Condor 1 gives you,, and there isn't 
really any way to decorate it at all. You simply have a column of 
fieldnames each with its respective field. 

Entering data is normally just a matter of typing the field 
contents and hitting return. If an entry overflows, il simply runs 
into the next field. Mistakes are easily rectified by moving the 

dBASE 




First Software, £119.95 disc (Support £40 extra), PCW only 
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cursor back to the field concerned. The cursor and delete 
controls are all Wordstar standard, and this certainly made 
things easier as far as I was concerned . 

To get a screen summary of the data entered, you can UST 
the records by any combination of fields. Alternatively you can 
use the REPORT command to produce hard copy. 

ORDER OUT OF CHAOS 

Once you've entered the data you'll find you want to knock it 
into some kind of shape. The brute force way of doing this is the 
SORT command. This simply makes a copy of the currently 
open file, with all the records sorted into alphabetical or 
numerical order on a given field. 

Thus .SORT ON NAME TO MUST will create a new data hie 
called ML1ST which contains all the entries of the current file. 
only sorted into name order. You can only specify one field to 
sort by, and there is very little flexibility to the command. This 
doesn't really matter however, because of dBASE irs invaluable 
INDEX command. 



typed in as they're needed. 

In fact, dBASE ITs capable of a lot more than this. Like with 
Condor 1 you can build up programs out of the individual data 
manipulation commands. These programs can completely 
shield the operator from dBASE ZTs complexities - though bear 
in mind that someone will have 1o grapple with these complex- 
ities, in order to write the program in the first place. 

The programmer is very well catered for in dBASE B. at 
least in terms of commands available. It's definitely a job for the 
technically minded, however. If you're proficient in machine 
code there's documentation to help you interface to dBASE - 
MENU is a. program written in this way, it may inierosi you 1o 
know - but normal mortals could have a job producing anything 
at all. 

DBASE vs CONDOR 

It's all very well my describing program features to you, but if 
you're thinking of buying a database manage men! system you 
really need to know which one's best. As it stands, the fight is 
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INDEX creates a list of all the current file's records in order 
of some given field, together with a reference to the position of 
each record. This list is an index and, lake the index in a book, 
can be used to find a piece of information much faster than a 
straightforward search would do. 

You can create several indexes for a file, if you think you'll 
want to order it by different fields on occasion. You might, for 
instance want to index a catalogue Of books by both title and 
author. The thing to watch under these circumstances is that all 
a file's indexes get updated every time you alter the file itself - 
and that can be tricky. 

Once you've created an index, subsequent Listings will 
automatically be ordered according to it. You can also use the 
super-fast FIND command to search for a given characteristic in 
an indexed field. The speed difference between this and ihe 
non-indexed LOCATE command can be very marked if you're 
handling large hies. 



PROGRAMMING 

What we've seen up till now is only a small part of what dBASE II 
really is. Partly this is because of the program's complexity - 
there just isn't the space to describe each individual dBASE 
command in detail. More importantly however, we've only 
been seeing the commands used in immediate mode - just 



between dBASE md Condor. 

The pay-off is of user-friendliness against power. Condor 1 
isn't ihe easiest or simplest program going, but it makes dBASE 
look positively hostile. dBASE commands can't match the 
natural feel of Condor. 

On the power side of things, dBASE U can offer the 
determined programmer a full-blown programming language. 
The indexing can also give it an impressive turn of speed. 
You've really got to need that power badly though. Condor is 
much simpler to use, is better documented and has telephone 
support included in the price. dBASE fl is going to lake a great 
deal more time and. if you shell out for support, a fair bit more 
money. If you're after the maximum raw power available, 
however, there's no arguing with its 



G D NEWS 


BAD NEWS 


> Indexing makes for res? speed. 


► Still an awful lot of money. 


► Very powerful p tag ramming 


w> Very complicated to use. let 


features 


alone program. 


P- MENU makes Sorting out vary 


► Documentation isn't even CP/"M 


simple. 


specific, and can be very unclear. 


► Much cheaper than it was. 


► Price doesn't include support. 




► Can't define the layout el the 




record card. 
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LOCOSCRIP 




We check out Tasword 8000's claim 

to make life on a PCW less 

frustrating. 

Versions of Tasword for other machine* have been around for 
quite some time* and they still offer a cheap alternative to bio; 
name CP/M word-processors. With the release of Tasword 
SOOO, however, Tasman are making a bid for the lougher PCW 
market. The key question is, what's it got that Locoacnpt hasn't? 
The central idea behind Tasword 8000 was that existing 
Tasword users who bought PCWs wouldn't feel at homo with 
Locoscnpt, They would, therefore, be willing to shell out for a 
program which was more familiar to them. Although it's 
obviously a program of general interest, let's start off with a 
look at Tasword 8000's features from the viewpoint of someone 
who's used a Tasword variant before. 

COMPATIBILITY 

If you've used Tasword on a CPC machine, Tasword 8000 has a 
major advantage for you right from the word go - file compati- 
bility. Any disc files from Tasword 6128 or 464-D vriU load in the 
normal way so you won't lose, or be forced to retype, vital data, 

Tasword fans will also find the behaviour of the program 
broadly similar. Apart from the difference in display size the 
editing, help and menu screens are almost identical. Some of 
the key combinations are different, it should be pointed out, but 
m general they are more memorable and logical than their CPC 
counterparts, making use of the extra keys on the PCW 
keyboard and indeed the * extra? key itself. To toggle auto- 
insert, for instance, you use < extras A rather than the CPC 
version's totally forgettable -;Ctrl>0, 

Of course, there is a price 10 be paid here in terms Of 
learning time. II you're used to the old key combinations you'll 
start off using them on the new program. These differences 
aren't too serious, though, The tough pan of learning a new 
word- processor is understanding precisely what the cursor 
controls etc actually do, rather than which keys you have to use 
to get them - and in this former respect, Tasword 8000 is almost 
identical to the older versions. 

The only really obvious change is the increase m speed. 
The differences in hardware between Arnold and Joyce mean 
that Tasword SQOO's vertical scrolling is both smooth and fast 
The horizontal scroll isn't quite so good, but its still a big 
improvement. Sadly the same can't be said of the reformatting 
function, which seems to take as long as ever - but more of this 
a little later on. 

The other change you may notice is the text space avail- 
able. On the 8236 there's room for about 100K - as much as most 
people are going to want, and a big improvement even on the 
6128 version - while the BS1Z can manage well over 3O0K. There 
aren't going to be too many people needing that kind of space, I 
don' I suppose, but it's nice 10 know it's there. 

THE COMPETITION 

If you're not a Tasword user of long standing, you're probably 
wonder ing how 3000 measures up against Locoscript - the main 
competition for amy PCW word-processor. The comparison is 
none too easy to make, as the two programs are very different, 

In speed terms, Locoscnpt is slightly faster vn scrolling, but 
Tasword is far more powerful when it comes to jumping around 



Printing Te 




within a long document - one of Locoscnpt s worst failings. 
Tasword 8000 has commands allowing you to move directly 
(give a second or two) to any page or line-number you specify. 
You can also move pretty quickly from the start to the bottom of 
a document and back again. If you're trying to write a book, this 
feature alone would make Tasword a much better bet. 

Printing can also be much more satisfactory in Tasword. 
For example, there are options to print out any number of 
copies of your document, and you can print any specified 
section of it (using pages or line numbers). 
But Locoseript wins eul in text reformatting - it does it 
automatically, while in Tasword you have to force it using 
■ alt -). The program is a little quirky in this regard. For 
example ,i If you try inserting text in a paragraph which is wider 
than the current margins Tasword scrambles the text up in the 
most alarming way. The only way to avoid this is ro do a 'hard' 
reformat on the paragraph before trying to alter it. This could 
cause frustrating problems when it comes to editing someone 
else's text, if it was typed with a different margin setting, 
although you'll find things 100 tunes faster if you select the 
'Override on-screen justification" option from the comprehens- 
ive Customise Program menu. 

A further problem on reformatting is thai Tasword iden- 
tifies the start of a new paragraph only by coming across a 
blank line or an indent. You cannot begin new paragraphs (or, 
say, tabulated data) flush with the left hand margin without 
leaving a line's gap, without risking having it reformatted onto 
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the end of the previous line nexl time you press • alt J>. 

Tasword ia also weak in its Search and Replace function. 
This works very slowly and you can only search for a whole 
word. Not a patch on Locosrip! here. 

HELP! 

When it comes to ease of use. Locoscript doesn't compare so 
favourably. Tasword has a whole screenful of help which you 
can summon up jusi by pressing STOP^. Alternatively you can, 
while still editing the text, leaf through this information a section 
at a cme m the optional help window. This conventional 
approach is, for my money, rather easier to learn than 
Locoscript s pull-downs. 

As for documentation, Tasword scores points here too. lis 
70 page manual can't rival Locoscript 's mighty volume in terms 
of size but it more than makes up (or this with its clear, 
straightforward style. As well as a comprehensive reference 
section, there are some useful tutorial sessions complete with 
worked examples ot the program's trickier features. In addition 
there's a helpful tutorial document fox you to practice editing 
on y containing both instrucuons and subject matter tor a brief 
guided tour* 




EXTRAS 

Once you've got the hang of editing your text, you'll want to 
actually do something with it. Tasword has a couple of features 
which you may find useful here. 

Firstly there's a handy mail merge and conditional printing 
facility. With this it's easy to run out, for example, personalised 
letters to all your customers who have London telephone 
numbers. You can also set up text-entry points in pieces of Text 
so that the user is prompted for dates etc as the letters are 
printed out. The conditions available are something of a weak 
point - you can't search for sub-strings, for example - but the 
system should still be adequate for most purposes* 
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Tasprlnt otters dgM new fonts. The two Included with Tasword 8000 are 
Ledun UghUnd Median 

The second and less conventional feature is a utility for 
printing test in a variety of different fonts, Known as Tasprint, it 
comes with two built in fonts - you switch between normal PCW 
printer mode and Tasprint Using OOntrol characters embedded 
in a piece of text. This same control character system also 
allows you to switch between the normal facilities of the PCW 
printer - italic, condensed, underlined and the like. 

The main limitation on the system is that you can't mix 
normal and Tasprint fonts on the same line. But you can get hold 
of six extra fonts if those supplied don't satisfy you - Tasman are 
selling the Tasprint system separately, with the full range of 
eight fonts, as a stand-alone for £ 14. SB. 

If you like the sound of Tasprint but aren't So keen on Tasword, 
this sqperare system could be the answer. It can cope with any 
pure ASCII files, so you can use it with Locoscript if you put in a 
little effort If you're buying Tasword anyway, the additional 
fonts probably aren't worth the extra cash. They're mostly 
decorative, and not nearly so functional as the two which axe 
bundled, 

VERDICT 

If you've used Tasword before and like it, you're probably best 
sticking to what you know. If you're just disgruntled with 
Locoscript, that's a different matter. Tasword is a lot faster in 
handling long documents, but in other respects it can be quirky 
and slow. And it's not compatible with documents you've 
already created on Locoscript. On the other hand it is substanti- 
ally cheaper than the other alternative word-processors such as 
WordStar and NewWord.M 



GOOD NEWS 

►• Much mors powerful than 
Locoscript in handling lanq 
documents. 

► Good documentation, and 
plenty at onscreen help. 

■* Very useful irmilmt rgt facility. 

► Comes with Tasprint and two 
good fonts, 



BAD NEWS 

> Reformatting of tent tan ba 
cumbersome, 

► Same (unctions are very slow, 
including Search and Replace 

■» You've already got Locoscript 
free. 
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(Assembler, Disassemble; and Monitor) 

ADAM 



AW manages only a lukewarm welcome for the latest French import 



The French influence on ihe British software market is spread- 
ing from games to serious software, it seems, This cross- 
channei utility is th© product of a deal between Audiogenic and 
French programmers Micro Application. There's something of 
a glut developing in the assembler market at the moment - an 
assembler mountain, even - but this one's a bit out of the 
ordinary. 

A conventional package loads in two separate sections, 
assembler /editor and disassembler/monitor, with only one 
being in the memory at any one lime. This means a loading 
operation every time you want to switch between writing and 
debugging. With ADAM, however, the separate components all 
load in one go. You only have to do one load, at the start of a 
session - from then on. everything you need is in memory. 

This approach is obviously a boon to disk-less 464 owners, 
but H does have its problems. To put all the components in 
memory in one go really cuts down the amount of programming 
space you have available, in this case to about 28K, If that 
doesn't sound too bad to you, bear this in mind. To squash the 
whole system into that amount of memory means cutting down 
on features - and that's hardly encouraging in a high-price 
product like this, 

COMMAND SCREEN 

In use, me system is rather quirky The whole thing is run from 
a main command scieen, Single-key commands call up the 
various different functions of the package 

The editor is adequate, but it's very easy to exit accident- 
ally - a double hit on the xeturn key is enough to do this. Also, I 
could find no way to insert lines above the current top line. You 
can't leave it blank either: it's easy to enough to leave it as 
comment or a dummy label, I suppose, but this doesn't speak 



wonders for the thoroughness of the system. 

Once you've written a piece of code, you can assemble it 
by entering the 'a 3 command on the command screen. Errors 
are reported as they are found, and will halt assembly immedi- 
ately. The error messages are helpful, and on entry to the 
editor you'll fond the cursor already on the error line - another 
useful feature. It would have been nice if the system could 
automatically enter the editor at this point, but you can't have 
everything. Indeed with this assembler you can't have macros 
or conditional assembly, so the error handling is pretty 
advanced! 

The monitor is the most conventional bit of the package, 
which is to say that it's not very exciting. Its single step routine 
can rummage through ROMs if you're feeling nosey, and the 
slow run facility works well enough. 

Overall ADAM is pretty disappointing. There's nothing 
really wrong with it, but it's all been done before, and cheaper 
at that. If it had come out six months back I'd have suggested 
buying Devpac and saving yourself a bit of money. As it is, I'd 
strongly suggest you buy Lssel Genius and save yourself £10 or 
so. You'll get a much better editor, assembler and compiler - 
even if they don't all fit in memory at once. ■ 



GOOD NEWS 

► Everything fits tit memory at 

ttnte 

P- Cart single-step through ROMs 



BAD NEWS 

►■ Nd macros or conditional 
assembly. 

► Vastly overpriced, 

► Flimsy documentation. 

► Looks completely obsolete next 
id Laser Genius. 
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This month's chart shows G A,C, continuing its astern 
suing nun at number T with a massive share of the massive 
number of votes cast 

Th$ only new enfay is Ocean's, powerful Laser 
Basic -posfiibiy to (allowed soon by Laser Genius? Harder 



lo understand is Bit* continued presence ol eMlremdy 
dated software such as Easi Ams word It's horrible! 

Remember, you din have a hand in the shape of 
next rtien Hi's- chart by entering! your votes in the- all in 
one foriTi or p94. 
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Gremlin Graphics Software Limited, Alpha House, 10 Carver street, Sheffield S1 4FS. Tel: 0742-753425 '• ^ 




CRAFTY 

The remarkable orange-and-green topped 
BERTRAM CARROT checks out three machines 
which can add a little colour to your Amstrad 



In the June Issue wc looked at monochrome printers, which 
can print tent and graphics and produce screen dumps In 
shades of grey. This month we add some colour and look at 
how you can transfer year CPC's fabled 21 shades onto 
paper. 

Why bhould you want to produce colour output from 
your micro, anyway? If you're Interested in computer 
graphics, like to record screens from games or want to 
produce eye -catching posters, then colour reproduces the 
screen more accurately and clearly. At work a touch of 
colour will liven up reports or quotations, and produce 
graphs and charts which show at a glance the information 
you're trying to convey. 

As well as true colour printers, there are several 
machines which draw on the paper with pens. These ajre 
known as plotters. They can draw true curves as well as 
numbers and letters, but aren't capable of producing screen 
dumps. Plotters work from point to point, without having to 
start at the top of the paper and work down. Most, therefore, 
have to be programmed rather differently from printers. 

Thl* survey includes two dot-matrix printer* and a 
plotter which is free to move around a flat sheet of paper 
like a small robot, or 'turtle'. 

Juki 5520 Dot-Matrix Impact printer 

Approx £320, Contact Micro Peripheral? 0753-72331 

It's easy to print 
as you only need t 
codes and you can 
dumps are not near 

Lew programs h 
in* and there is n 



and white printing 

This is the moat conventional machine reviewed. It uses a nine 
wire print head and can print in black on white if you use the 
black ribbon supplied. In this mode, the Juki uses Epson 
compatible codes. The print quality is reasonable, although a 
little tuzzy, and it offers a near letter quality print which is well- 



formed in three passes of the print head. Draft print is at 180 
characters per second, which is fast. 

The Juki is a large printer, measuring 18 x 14x4 inches, but 
only has a standard width carriage. It can handle cut sheet and 
pin-feed paper as standard. All the normal controls are there, 
and the 'dip' switches used to modify the printer's character- 
istics are easily accessible under a panel in the top cover, 

Colour print is obtained by changing the ribbon for a four 
colour one, with horizontal strips of yellow, blue, black arid red 
ink. A 'U' shaped arm moves the ribbon up and down with 
respect to the print head, so that it hits the different coloured 
bands. 

The colours are good, with orange, green and magenta 
also available by over-printing. They are selected with escape 
codes, which is very convenient for text, but graphics printing 
is not so easy. 




flA© 



A colour C 

from m* Juki 5520 

No software is supplied with the Juki, and there are no 
Amstrad packages I know of which will dump to it in colour, so 
if you need to dump a screen, you'll have to write your own 
routine! 

The Juki 6520 is a very versatile printer, and will simulate 
an IBM graphics printer - handy if you have a PC at the office. 
It's also cost effective, as you can use it as a normal black and 
white printer most of the tune, and fit the colour ribbon only 
when you need to do colour work, 

Okimate 20 Thermal Transfer Printer 

£399. Contact Xdata 0753 72331 

This is a dot-matrix printer, but uses a rather unusual technique 
to print both colour and black on white. The print head doesn't 
shoot wires oui to press against an inked ribbon, but instead 
heals each wire to melt wax off a special thermal ribbon and 
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PLOTTING... 



deposit it on the paper. The paper has to be quite smooth to 
take the wax clearly, and special paper is supplied with the 
Old mate. 

Thermal transfer printers are cheaper and quieter than 
impact printers, like the Juki, and the main noise from the 
OJdroate is the solenoid which moves the head on and off the 
paper at the beginning and end of each line. 

The printer is very compact, measuring only 12.5 x 7.5 x 
2. 35 inches, but still handles A4 paper with no trouble. Controls 
are basic, with a mains switch on the side, an on-line select 



* *T 




/ 





button on top and a thumb wheel and lever to wind the paper 
through and engage the friction feed. There are no line-feed or 
form-teed switches, although the printer can handle roll and 
pin-feed paper as well as single sheets. The tractors for pin- 
feed paper are buried deep inside the printer, and feeding the 
paper through is a fiddly business. 

The printer can do many of the things that other dot-matrix 



VARYING COLOURS OK 



KIMATE 20 
1 



I - Low re* colour 

dvmp in *.Tn>lf ttd 

dofoy It colour*. 

2. Low re* colour 
dump with colours 
corrected. 




machines can, such as underlining, italics and correspondence 
quality print, and uses Epson control codes for compatibility. 
The correspondence quality characters are very well formed, 
but even on thermal paper they're a bit patchy. 

The Okimate £0 is supplied with two ribbons, the second 
giving it its colour capability. This is again a transfer ribbon, but 
is made of clear plastic, coated with alternating strips of red, 
yellow and blue wax, each about 8" long, 

To dump in colour the print head passes across a red strip 
and transfers all the red that's needed for a line of the printout. 
It then winds the ribbon through and transfers all the yellow, 
and then does the same with the blue. Each line of the print-out 
therefore uses three strips of the ribbon, even if there are no 
dots of a particular colour in a line of print I 

The ribbon is only single pass (you can't re-use it), so print 
dumps can prove pretty expensive, Against this, though, is the 
facility to print on dear acetate sheets to produce overhead 
projector slides. Ribbons are sold in packs of 6 for 34.95, and 
you can get about eight or ten low-resolution dumps from each. 
The dumps themselves are small, at about 5-5 by 3-0 inches - 

The print dump software supplied with the Okimate £0 
comes on cassette, but is unprotected and can easily be 
transferred to disc. It loads into memory a* a machine-code 
patch which can be called with a special key sequence. 
Whale ver's on the screen is then sent to the printer. 

The Okimate is not cheap for a thermal transfer printer. 
Even with the colour facility, it's only reasonable value. The 
colour dumps are small and not particularly good, and the 
technique of transferring wax onto the paper means that you get 
through a lot of colour ribbons. In its favour, the printer is quiet, 
produces well -shaped text and has most of the facilities you'd 
expect from a modern dot-matrix printer, 

The Penman Plotter 

£220. More info on 0903 2090S1 




Most plotters use a flat 'bed 1 to lay the paper on and have an 
arm which can be driven in two horizontal axes to position a pen 
(or several pens) at points ovm the paper. Since the size of 
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Our £300,000 
was well spent. 
Our Voyager range of 
Modems - which are fully 
compatible with just about 



any micro - has now passed the rigorous BABT tests For just £1 19,90 



only around 40p per hour 
(cheap rate) to run. 
Special introductory 
offer: Well pay your VAT. 
A Complete CPC pack - Modem and Software - 



and is fully approved - even for PABX use. 

So with Voyager, it's Anywhere, Any Micro: Approved! 

Your £79.95 (ex VAT) will be well spent 
You can pay twice the price for a modem and still not 
get these features: 

• Auto dial/Auto answer as standard" • Multi Speed 
- including 300/300, 1200/75, 75/1200 full duplex. 
and 1200/1200 half duplex. • LED/Computer status 

message S . ' " Mf i h sc itabie software 

The Voyager CPC range software gives you: 

• Full Colour Prestel/Viewdata Emulation • Full 
Prestel/Viewdata Graphics Emulation # Full Tele- 
software support # File Upload/Download and /or 
Spooling to Cassette, Disk, Memory and/or Printer 

• X- Modem File Transfer • Bulletin board software 
available soon • More software support than any 
other modem - and it's the best • The total software 
on ROM package for just £39.95 (ex VAT) 

With Voyager 7 you can link Prestel, Micronet 
Viewfax, Amsnet, BT Gold, Microlink - and most other 
data bases - and for 98% of the country it'll cost you 



PCW software also available - ring us for information. 

Fill in the coupon then stand by to access 
mainframes and micros - worldwide. 

MmmHOJSE 

THE SINGLE SOURCE SOLUTION 

Modem House, /OLongbrMk Street, Exeter. Devon EX46AP 
As Stocked by J^^ 

|Please send trie:- reck which reQucrecQ I 

[ 1. VoyaEef 7 Modem £91.94 fine VAT) □ J 

| Z Complete Amstrad CPC pack inc. Software . £1 1990 □ | 

I I enclose cheque/PC payable to Modem House for . 

| Access Ho: •- 1 

I 

I 
I 

Post to:- Modem Hou&e. 70 Longbrook 
[Street Exeter, Devon EX4 GAP Tel: (0392) 213355 



NAME 



ADDRESS 





paper is governed by the size of the bed and the length of the 
arm, cheap plotters usually only handle small paper sizes. 

The Penman plotter gets around this problem by adopting a 
radically different approach. The piotter consists of two units, 
attached by a thin ribbon cable. The Larger unit is fixed and 
contains the circuitry 10 control the smaller one, which is free to 
move on two small wheels and a plastic castor. 

The wheels are directly connected to stepper motors, 
which can be rotated by very small pre-defined amounts. This 
allows the Penman to move or turn accurately as it runs ot«t a 
sheet of paper laid on a large black perspex baseboard, 
supplied with the plotter. 

Three pens are held in cradles on the front of the Penman 
and any of them may be selected for drawing. A fourth pen fits 
through a hole ui the centre of the Penman, on the axis of the 
three wheels. This is particularly useful if you run the plotter 
from Logo. Penman makes a very good turtle, and there are 
'drivers' available to link )( to some versions of the language, 
although not DR Logo as yet, 

Connecung Penman to an Amstrad micro (PCW or CPC) 
requires a serial interface. The Amsirad RS232 interface works 
well, and ail the default communication settings work directly 
with Penman, so you can "plug in and go'. You do need 
something to plug in though, and a lead is not normally 
supplied. Ask for a 'male to female 25 pin D connector with pins 
2 and 3 crossed'! . ...^ 



Once connected up, you slide the Penman from its cradle in 
the control unit, place it on a piece of paper and can then start 
giving it instructions. Penman is an intelligent device, and can 
do many things for itself. For instance, it will count how may 
complete revolutions it has made while plotting, and unravel its 
ribbon lead before it gets tied up, 

You control Penman using a plotting language built into the 
control unit, and single letter instructions will get the plotter 
drawing lines and circles with a minimum of effort. You can 
send it instructions from BASIC, or. by typing | TERMINAL, you 
can watch it execute each one m turn. 

The plotting language is adequate for simple drawing - the 
CPC61ZB plot was produced with about 30 hues of BASIC - but 
has a few shortcomings There are no commands for triangles 
or rectangles, and several of the other commands require 
parameters in hexadecimal - not the friendliest of approaches. 
Penman can supply extra software for technical drawing, but 
again not for Amstrad micros. 

Colour Palette Switcher 



If /au're using Melbourne Omw wiH» 
O «>Lo<jr printer vuch. m She Qkimate 
20, ■you'll need to toad your M*(- 









► 



bowme pittvre* sepwofely from me 
art ootkotj* itself, ond then dump she 
screen. 

If you load the pictures diieclly, 
m*»e**r, you'll find Mwt it* cotour* 
ore likely to be different from mow 
you j«d when draw-fog \\, This I* 
bccovie Mt?ib&i*"W Dta* allows you 
to chtmg* ih* palette colours to pick 
any 16 of Ihe CPCt 27 iha<ic\ 

The Odrmore software copies the 
physkaf colour* |tha ones which ap- 
pear on the screen) rather tfeafl the 
logiccs 1 Ones, so yov tan g-pl e true 
pitimt by 4w4tchiii$ the palette 
coloui', bock to the ones- you uved lis 
Matboume Draw, The following BASIC 
i>ro<jicsm, allocs you to 00 this by 
preis-'ng single keys to cycle tfn-Dugh 
'he logical COiOvrs assigned tn each 
physical one. You con see them 
change oh screen. 

■Run Ihe Osicnoic Hvttip patch 
fi«»t (or any oHset screen dump routine 
which liti out ol 'he "fly unlil toted) 
and then run the program as listed. 
Type In live name of Ihe picture file 
yOg want tp print and press any a* 

the following keys to change Hw 
corresponding physical colour - 



K 11 12 1J 



tacts 

20 INPUT "Pictufi tilt to print ",pS 
3D MODE D 

40i.uAQpi 

wowmw 

Mf-DRri ■■! TO 16 

70 tt» n 

MNIXT 

WW Hit El 

1W#S' llfKtVS 

tlOlFi* "O'OflUt '?" GDTfl T« 

1Z0j=JISC(ji*H7 

tWiFc^STHHfefi) cfJjH 
iSSINKM.cfij 
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The plotter works best on h^avy (iGOgsnt or more) paper 
with a good grip'. Some is supplied, and Penman will sell you 
more, but this can be an inconvenience. The small colour pens 
supplied are also a fail special, but you can use Pentel type 
refills instead, which axe easier to get. 

Penman is well designed and produces crisp, four colour 
plots, up to A3 (twice A4) in siee. It's best used on the 
recommended paper, and even then some straight lines have a 
waver in them. For the asking price, though, you won't get a 
more versatile plotter,! 



VERDICT 



If yon want the minimum of fiddling, the Okimate ia the 
only printer which comet with colour dump software. The 
Juki 5520 is a robust conventional dot-matrix printer, with 
colour as a valuable extra, the Penman is a well-designed 
plotter, Jok those who want specialist plotting facilities. 



How to get colour from a colour printer 



The general maxim for colour 
printing with CPC micros seams to 
be "You're on your own' 1 Unlike 
block and white printing, "here's 
no (accepted standard for printer 
control codes, and ovary printer 
manuf actor er fends to do his own 
thing, to odd to these problem?, 
colour printers, in general are 
expensive, so fe* software pack- 
ages intrude colour print dumps. 
The logic is that somebody 
paying Anfslrod prices won't 
normally be able to afford to 
pay the same ogoin for O printer. 

Colourful test* printing is not 
really a problem. West word 
processors allow you to set up 
'user" functions For special printer 
control sequences, Most colour 
dot-main* printers use simple es- 
cape sequences to switch be- 
tween colours, so by setting these 
into you* word processor, you con 
highlight te?<l with a lew special 
Stey sequences. 

The only problem that mcy 
occur is not having enough user 
functions for the number of colours 
supported by your printer. You 
can either choose 'he colours you 
value most, or reassign afher 
facilities, SUCh OS Italics or double- 
iirika, lo provide the extra colour 
controls. 

Colour tram BASIC is fairly 
simple os weFl, TeJtt can be high- 
lighted using commands such as: 

PRiNT# a,CHH S( 37);C HH $f N} 

where N h the escape code num- 
ber for coiour, ond moy be fol- 
lowed by a further CHRS para- 
meter to specify the hue. A short 
program using this technique with 
a Juki 5520 printer is shown on 
this page, together with the priht- 
oul which results, 

Several printers allow user 
defined characters to be printed, 
and these may be set up in much 
Ihe same way as screen charac- 
ters are defined. The printer 
characters can be printed in 
colour, so you covld devise 
frames and bones for i«il, or 
simple 'o'lacV characters for 
graphics, 

Where the problems reofly 
start fs with graphics dumps. Few 
printers ore supplied with any 
softwor* at all, as Ihere's no 



teJIlng which micro they'll be used 
with. {An exception to this is the 
Okimate 20 ; which has been cus- 
tomised for Use with the Am* I rod 
CPC machines}. Colour dumps ore 
not mat easy to write, and, need 
to be in machine-code if you 
don't Fancy wotting hours, for 
each printout 

One soluffor* would be for 
graphics software to include ap- 
propriate dumps, but even pack- 
ages like Melbourne D/aw and 
DiP Draw only hove Epson com. 
pat! hie black and white- routines. 
There is really little excuse tor 
colour art packages not to have 
colour dumps, even if It's only for 
one colour printer. 

Piasters are rather easier to 
contrql than printers, and 



because they are less popular 
devices, ore often supplied with a 

'graphic fcmgyoge' of their own. 
This, can be usad directly or from 
within BASIC, A typical example 
is the control language for the 
Penman Plotter, which uses single 
character commands, with para- 
meters! ia move Ihe 'turtle' style 
plotter, draw line* of different 
colours and write te*t in a num- 
ber of sizes. 

Here's a sTmpl* example, which 
drows this front view of O CPC 
6} 23. 
ID | SERIAL 
JOfcS^ "" 

3D WHILE iS :> "tof 
40 RE A0 is 

SDlFLEFTmiKirrHf.NiS "KM 
iS 



SO PRIBfT is :FRlt(T#S,i»;- '. 
70 If tEm^^l' THIN 

PftlMT#B,CHfl$11IJl,CHR$il3l 

SO WEND 

BO END 

imSEMffamVitw 

110 DATA U.U IJ,M PI. 0.0 120 .880 0,0 

170. SBfl QU 

120 DATA a m a. *80 P. U 

130 DATA 20QJOC.O0 -«.-6S0 0.u 

(40 DATA 7«Jt 0,160 O.O -16.- 1*0 0.0 

16.U 

1M OAT A 40 5 0,0 8.80 0.0 -8.U 

ISO DATA D -16.0.0 -8. -80 0.0 8.U 

170 DATA -40 -32. PSD, ZOO J -9. -20 0,0 

B.U 

110 DATA -80 40, PS ,11.0 M. 510 0,0 20.U 

190 DATA SO 0.0.0 2S.EJ .10 0,0,0 20 U 

200 DATA 220 0,0,0 W.VM fl.D.O -2U.U 

210 DATA 40 B.D.O 20. J. 10 0,0,0 20.IJ 

£20 DATA in" 
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THE PERFECT 
COMBINATION 




Amstrad 



built in the genius and word-processor. 



S.C. Telecom put in the telephone calMogging and Bar 
Stock programs. 

Easy link gave it electronic main/Telex capability. 

Dictaphone 1 provide the on site service. 

When Amstrad inlroducyd their word- processor they 
lore up the rules for pricing, 

S.C, Telecom have extended this price advantage into 
telephone call-logging, with system prices beginning at 
£995, 

S.C Telecom Ltd. 

SLORE HOUSE l«EW STP.EE7 CHELMSFORD, E5K.X CM! IF** 
TELEPHONE I0S45J 67: 44 



. .. -.. 



©®(TtrOLtD©0@KrU' DISCOUNT SOFTWARE 

3 STATION CRESCENT. WESTCOMBE PARK, BLACKHEATH 
SE3 7ER. 

Accm* ord»r»/»rvQy it\*t 
t%\ 01 -305-0521 

ALLPfllCESIN.CtU06Fftt6MSTDEUVEHriKTH£UR ONLY PLIASCAOD 
TOP PER TAPF ON EUROPEAN ORDERS AND 1 00 PER TAPE ELSEWHERE 
Now tltiM *rri*i f»b ft v* ry day, pl«M» r i ng for d*l*i la . 

MDHta ■ -MS l- 7 ' *■•.».* e**1.w ,. .)» 74* (bom*** ft™* '4 44 n.M 

A gP-uPYU,!*, 446 7.44, rheilrs fi.'W* * 44 M4 &**»>-. 14.44 11 M 

Sfrtn&wel..- 1.5* 4Tt Ur4«mwn«igi ... .!}.»( If» VMm^,, OT« i*« 

Start if {fcarn. U4 471 Emu 4*4 fit Wmlput.. *VH i< J4 

V H4 471 Crtnf,.n. iili* ..H.^lllt Q«*c Ar. Cfotp . .. 24.44 14.44 

M -.11 ..4*5 T.-4 fon+J-* l-}5 C-i Sv^Jllrf 1444 1194 

lUMMto-fl J ** tTl EWhq . t?4 CTI CCOJa Ml t . . .14 M 1I-&4 

BaikW-Ji lii ...B?S Tit "i-.a P'ma *.H *7i Oi"*iH rVi« »B US( 

!"!1A.R ...39E 7.J.& MM* Ml *Jl l)l*l?» EimM ll.tl UN 

CqjFW2.- J 95 TiS Tha Mmc S^d« ...14.44 |i 44 S0/k£cf, 14.44 1I.H 

G . ^cciCrckol ... S -55 7*6 NwcfTwrsiMsMM** **1 ill H^HernW 14,»4 Il.H 

hem an m- Mijldi 3 9! 7 *Ft ted &ooi *ir ht kfcii *44 *7l CfWOiesi 1Z.44 ■ -S.B-S 

^HnilMiga 4 45 T-.i* Wrier Gim» .4.44] r 441 XOmjA,' 'IB ttH 

Pr.lT--.-i ...J.45 t.Sl Com^Is* i.s* (L7I TjuCwI. 14 44 l?44 

HUrqv.ill ».»J ?.i* lesMjin Frja*L« >?S Ml L»lwT*#!* 144* 14 44 

5>d<V*br*r ?.*S3 7.4* Kannirir .*.» T.4* LiierCararir »1| ».« 

V ► <■->-» Kynrjr .3,44 T,i« *«•** ., . „JJt 7.44 f.*i . .IT.M '-M4 

T^rjlM*^.,,.,,.. .„ ».?» Ml 'i'lyf _iM T.tf M*0-M . IMt i»M 

OMtmlMrflkiM. >*\ ?4i »^*»lefl* „,„, T4J 4 Mi 

474 7.44 *v*knt»»ri4g.* .„.„„„f,»4 7,4* -t** MPTWMI 

j.-u 4.4* tjo t*«JM*t i,4f 4..T1 Ipnwi ■'»» 'J« 

UmmsITW -j-s j^» Sncteur.,, ..... if* *ti (tr-tH H)S n« 

.m tM VwEw* ,111 *.?i Ct«iii<*v» uniiH 

ri-nvHl^n ...641 444 fenxtftr Pdsrt lis (yri HMI««<~— ™ I*>1» 1*44 

F.i^MMn . SI* 3*0 4'. ii*S 4.14 4,71 9kprMB4tei *tt*«44 

BMtptrt^r^efl. „ _*M 144 Sbi-^'9 *B r,*4 HicM44<t CUCt J* 4* M44 

f^.irtHel 4.4* J 46 UMreta* . I4.f*tf.«4 »(I»CMII 14 14 :i 44 

tHkl«*eialr1.,.„.„„ ,4.t> 1^4 UJBCOIvnuff 114*14,44 Cdwopftf ; , ,44 44 **,» 

!M>«4f. *M '44 OJM«Dmdii 1.44 'X *>*vjvl . ^474 « 44 

lir^i««U.teft „„S4i S^« Un.0«tt£ . «)! if« CtM4u «t4«« 

lir i*44ii2i i*r#**fmi*t „.ll* tit TMjU-nA.. ^UttltM 

.'.J-, * ih* T.jrt .41* J** &r*tefPMM» 4.44 '44 Cfltr/101 .._, .444*41.44 

«iw!il .*J* 444 n»Mv *M* 4«,44 

4** ;« «K«*TW*i« «e*d44Cfl«4w. t .„„„ *»»* 

■■1 v v ■« J44 M***tft-*r 14 4* 1V» ar»«r* 14 CRcito 4*44 

A9AV*i"Hf 4fli 7 44 «dBC> ft 1*1-34* M4» n »4 

^uvCMM p.** 1« 4wi««,.^. . 14*4 lt«? *»Cf *0»T**J« 

.4,** CTI --- l»B HI* AioJkUkO . 4*44 44.44 

'"^'fii-! 1 .. •»» «-TI MfTCe»« .14,44 II JO 4t>i>AV»* r Hl 4*44^4*4 

*tf»f»*e9msil „J,*i 4.7S ■llvA.* U.WII44 P h nll .,^ rrfln ,-«,,-«, 

i>Sf-'^e«J, 4 J* *,T1 £%*«,,„_. • 4*.4» II 44 S2&irri*ta5*^ S«4 lIS 

r'it.>.^5THBtj«eee mi j.*t h«m,»^i . „i*,« iih 2SK>!22 I! i- 1. 

H^1H»14e» , „4t* I,<* HH*Vir|J 111) )1 M 

. .,„ „#,»» 7,4* JllllMlir; ... ,J4JH 11.8C 

A**5*,-/rtnf 47* J.44 ^rMtteveHum u 44 11,44 

t. ,„...,-., 1)1 1*4 li^jdlii. 14 44 11.44 

■ at tii rrs *f# uuts tma tdMt AVAiutit '* mt *iM ttt iuxi n.iA$i *me to* e&**>*MATio* 

WHY WOT COME AND PICK UP YOUR SO FTWAflEPEHSOrV ALLY 
FROM OUR DISCOUNT SHOP AT 3 S T' ATIO N CRESCENT. 
WESTCOMBE PARK. BLACKHEATH. LONDON SE3 7ER RIGHT 
OUTSIDE WESTCOMBE PARK RAItWAY STATION ON THE 
SOUTHERN REOJON. OPEN ON SATURDAYS ONLrfROMlO 30 TIL 
BOOPM 
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Alan Sugar might hove intended the PCW machines far 
the world of business, but light pen specialists Electric 
Studio hove other ideas. This new package of theirs 
shows just how those special features - the great big 
screen and the bundled printer in particular - can be 
used far mare than just spreadsheets and Loco script. 

The package consists of ihe lightpen itself, .its interlace and a 
disc carrying the bundled ait program. Setting up is a simple 
procedure - the interface plugs into ihe expansion port se- 
curely, and the pen is already connected to the interface - but 
there are a few points to note. Firstly, the pen doesn't need any 
interlace other than the one it's supplied with - a major point in 
its favour, given the PCW's lack of standard ports. Secondly, 
you'll almost certainly need to turn the brightness control on 
your PCW up to full. The pen needs a lot of light coming off the 
screen for it to operate properly, and normal brightness levels 
just don't provide it. 

Once you've got the pen plugged in and the brightness 
turned up, you simply boot CP/M and run AET.COM. This is the 
heart of the bundled software. It's a menu-driven 
drawing/screen dump program, and it's very nice indeed. 

THE MENU SYSTEM 

The main drawing screen consists of an upper program 
status/prompt line, a main drawing area and ihe bottom 
printer/ 'Drive is..,' status line. Commands are chosen from 
menus mat overlay the drawing area, a system immediately 
familiar to Locoscript users. 

On loading, the drawing area is blank and has a main 
function menu overlaying it, Moving the light pen down the 
menu highlights each option in turn. Simply hit the space bar to 
choose the highlighted option. Appropriate prompts and mes- 
sages appear on the top line and. where necessary* further 
menus appear on the drawing area. 

Suppose you choose Disk from the main menu A new menu 
now appears, offering you the various disc operations. From 
here you can choose to Save a screen to disc, for example, in 
which case the top line prompts you for a filename to save 
under. 

This menu system is in marked contrast to the icon 
arrangement used on Electric Studio's CPC lightpen software. 
As well as bearing a useful similarity to Locoscript, this avoids 
problems with unidentifiable icons. When you're dealing with 
concepts like clearing the screen or getting a directory of the 
disc, it's hard to come up with clear, meaningful symbols for 
them. Despite this, there are places where a pictorial rather 
than verbal approach would have made things a lot easier. 

CREATING YOUR PICTURE 

The main commands you'll want to use here are Draw, Fill, 
Lines and Shapes. Between them mey offer most of the facilities 
you could ask for, if not exactly in the form you might want 
them. 

Draw covers a great deal of ground. On choosing it from 
the main menu you get a sub-menu offering pen (freehand 
draw), spraycan, point-plotting and brush-painting. All of these 
work on the same principle - move the cursor with the pen, 
holding the space-bar down if you want to draw. 

If you select spraycan, you're prompted for a nozzle size. 
Similarly, you have to set brush width before painting. (Inform- 
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nately, ihe nozzle sizes and brush widths are just numbers 
between 1 and 9. There's no on-screen indication of what these 
actually come out as in terms of spray-pattern or width of brush 
stroke, so you've just got to guess until you're used to them. 

That's not all. For one thing, there's no way of setting up a 
default brush width or nozzle size, If you have io keep switching 
between brush and pen, for example, you'll have to set the 
brush width every time. For another, brush-painting is a very 
limited function. You might expect to be dealing with an artist's 
sable, but the program's brush is more ihe sort of thing you'd 
use for decorating your living room, The width of the brush is 
certainly adjustable, but only for up and down strokes - 
painting from side to side always gives you the same pencil-thin 
line. 

Wide brushes also show another weakness of the 
program. namely its speed. Move the pen at all rapidly and the 
cursor lag becomes quite painful. At its worst, the program can 
take over five seconds to catch up with a single brush stroke. 
This kind of sluggishness doesn't crop up too often in the 
package as a whole, but even on medium widths things are slow 
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enough to make the brush feel unresponsive. 

On the plus side of brush use, you don't have to paint in 
solid black the whole time. You can choose a 'texture* to suit 
your taste - the texture pallette has everything from a smooth 
grey to an extremely loud check, plus stripes, diamonds and 
herring-bones galore, 

You can use these same textures to Fill an area, another 
process which can take time. The area must be closed, and must 
be eilher solid white or solid black - continuous texture isn't 
good enough. The routine can find its way out of almost any 
gap, but if the texture should escape you can restore your 
picture to its original state easily enough. 
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Shapes and Lines are straightforward enough, allowing for 
rubber-banding and a range of polygons, amongst other things. 
Additional features include Ink Q&fovr which allows you to work 
white on black rather than black on white, and Ink Mode which 
offers AND, OR and XOR plotting - very thorough, but not 
necessarily very useful. You can add Text in a range of sizes, 
upside down or sideways. Also you can Copy or Move areas of 
youi drawing around quite freely - though these are both fairly 
slow. 

ZOOMING IN 

Of course even the steadiest hand can make the odd slip, so the 
program offers a Zoom feature to let you see and alter tiny 
details. The area around the cursor is magnified to eight times 
actual size, so that you can see the individual dels, or pixels, that 
the drawing is made up of. This can be extremely useful for 
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Ending gaps that a Fill has leaked out through, for example. 
Individual dots can be set to black or white, but the enlarged 
area can't be moved around and there's no simultaneous view 
of the area at actual size. These omissions seriously restrict die 
usefulness of an essential function , 

Another thing I found annoying was the way you can't use 
normal functions like brush or XOR pen while you're in zoom 
mode. Thus, if you want to add some points and erase others 
you have to keep switching ink colour. You don't have to return 
to the main menu to do this - you can set Normal (black on 
white) with the N key and Reverse with the R key - but it's still 
restrictive. 

The function's redeeming feature is the fact that it can be 
called up while you're in Draw mode - without returnmg to the 
main menu, in other words - iff pressing Z on the keyboard. 
You have to be careful if you do this, however. If you call Zoom 
from the menu, you get a message on the top line of the screen 
reminding you of the various keys that control the mode. If you 
call it from the keyboard on the other hand, you're left with the 
Draw key message there. This can easily mislead you, until 
you're used tofltingflfc 





DOCUMENTATION AND HELP 

Qn page two of the manual, the authors tell you that you should 
be able to use the program without much difficulty just from the 
prompt line and the Help screen. By and large they're right, but 
there are a few points it'd take you a long time to work out this 
way. For example, all the textures on the pallette are 'reversed 
out" - select white dots on a black background, and you'll 
actually get black dots on a white background. Things really get 
confusing when you want to select solid black as a texture - 
something you'll probably want to do pretty early on. To do 
this, you have to select the blank texture, that is to say the one 
that has no black on it at all. Clear? 

In some respects, however, you really are best off working 
without the manual; quite simply, it is wrong in places. If you 
want to clear the screen without going via the menu, the manual 
tells you to use <alt>, <smft> and <cut> together. This won't 
work, despite the fact that this reference is itself a correction 
made after the manual was printed; and neither will -:alt><del>, 
which the manual claims will restore a picture to its state prior 
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OVERALL 

Its all very well giving a list of program features, but what 
really matters is how the package actually performs. The 
complaints up to now have mostly been minor quibbles or 
matters of personal taste. One could add to these a list of things 
you should be able to do and can't - define your own textures, 
for example, or create mirror images of blocks. The main 
problems with the package , however are those of any Lightpen 
package. 

Aside from the discomfort that comes from holding pen to 
screen over long periods of time - and this should not be 
underestimated - there are the ever-present difficulties of 
placing the cursor on dark areas of the screen. Quite simply, 
the pen can only 'see' bits of the screen that glow brightly. If 
you put your pen over a black area, the cursor simply hugs the 
nearest white dot it can find. 

To get into solid black areas, you have to press the B key 
which produces a 'negative' of the whole screen. Thus the black 
areas are temporarily white, and the pen can see them. This 
continual switching from negative to positive and back ,is very 
cumbersome, and even then does not help with areas of fine 
grey tone. These are effectively unchanged by pressing B, and I 
found that even on maximum brightness the pen just couldn't 
cope. If you're desperate you can use the cursor keys instead, 
but that really is laborious. If these problems sound serious to 
you, I guess you'll just have to wait for a PCW mouse.! 



GOOD NEWS 

*» Turns your PCW into a 

powerful graphics machine. 

► Easy-to-use, versatile 
software bundled with pen. 

► Needs no extra interface. 

► Fen can drive DR Draw, If 
you want. 

► A PCW add-on to get 
excited about? 


BAG NEWS 

► Brightness problems can 
get very annoying. 

► Quite a few minor niggles 
with the software, and some 
ropey error handling too. 

► Can be- rather slow. 



n a package which can take your PCW beyond word -crunchingj 
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Cocnbnl Lyn» _j$.75 

V.„ ,,6.75 

Bled* Runner .............5.75 

WodrJ Cup Carnival D 1.7.50 

Priea ol Mag* _h.__7.50 

llnw Tran .7 _0 

fquin9i„-^^-.^^«»,n«.rt7 r 50 
Sllcnl Svrvtco D1._„__J,50 
Pat-or Bey Ol..„„.^_^5,75 
Gfph. Adv. Creaiof . W .IB JO 

Star Strike II „ „.,5.S5 

CauDdron B.. ______£.75 

Cor»„„ — — — — — — _7_M 

Melioo^rt Dl , o.7S 



Gpo—minirdefi,, 



^750 



Postage todu&ftUK. Ptease state which micro. Fas/sarw'co. 
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B2M 

Pocket W__U*.^„* 47.50 

Daia Gerti.. .^^^34.50 

HutNiikw 1 * __de 22.00 

3D Clot*. C»~MS 1 5,00 

Bndy* Play*n„,„,„_1 5,00 

C Com pi lcr»„i„ ,^43 30 

Paacaf... — ^_.„-._.,43i0 

Card Sox. .. B 9 .50 

Toi*ch 'rf Go...^. ,-20.00 

Or GfUfJti ...43 _0 

Or Dnw...... 43 „0 

SAGE 

Popular Ax«tinte..,...._S.4'5 

Popijlar P*yroir... _...58.00 

Pppylw P[u*^„ 127JO 

Popular Combo . 1 2 7 JO 

Super Combo ...169.5* 

Control A Invoicing .._..56. CO 
OatiDan r „„„„ m .,,,J3-00 



CI per tope 




AM5TRMD 
RAND SAL 




AMS T RAD SOFTWARE 


MAN-C W H IS 


OS* 


CBAT'GG.t" 


f2 50 


LASCPWARr' 


nso 


ATOW S«A*H-B 


C2 50 


CEWS » 5^HADUS 


t2_0 


ii^BiiFS ATliCi 


fj 50 


BEACH HEA]> 


C4» 


AJ£M 


C235 


-iCFft'A* ifSCO^liiTeft 


:■■ ? ; : 


31NQ, or a,l*«£SS 


f7St 


AWRICAfi FOCTBAt L 


«S5 


TJLL 


£4 95 


CHUC«E £3S 


(3 95 


TflKIOS 


t3JS 


C0«VAME MAT N 


DM 


GPIV1J^5 


i35C 


CAUtOflOS 


£4 25 


Wil* TO <!L. 


:"3 5C 


rVAirtftfH 


f>5f] 


si 4;H comma mm 


H«3 


ASTM ATTACK 


:i5c 


SNCwlAlL 


£5 95 


QAH< S"AH 


i»« 


-Aj_i OF A«WL3 3..AOCAW* 


■ e i- 


e0O~»_MAMAGEH 


£5 95 


LJCKV FFMTS 


£295 


BATTlf WT-i?ftAS«15 


£4.95 


"FCf \ C as TE3 


f395 


AI.IK F flOGSSJ AWL 3 KKB 
Al \ x i-SG<3i\S WCM.D EWMlf* 


v'4»5 

■J K 


AM0HOC2 


■ 


Q/i ~-t£ OCHE 




SPACS J 4*t;S 


ea.M 


SPANMEmHAN 


£2-50 


sowvAoets 


£2,50 


Eiccrflo f -rji - 


£2.50 


WAS"t«C'liSs 


f2.95 



':i,i.' a tACK 



i2K 



JET BOOT JACK 


;2 5C 


Ai«ss saj AK-m 


fJM 


5\"«» 


'?¥: 


-lOVf BU3GE" 


19 91 


3HrfCiVf5SWO«fl 


£5 9; 


'it- 


MSC 


ecjN-¥Boe 


f3 95 


MUTANT m0m*¥ 


12 SC 


C0D€HAVI WA" 


.:« 


rfS«5 OF «Af9i 


C5 5C 


JSWVCU of basvlt* 


fa so 


FCflEET A' wpOnO S EM} 


I - M 


sift* unmet 


(i5C 


t-WTtB i*_EB 


■:$-; 


SAS=j Vfrjl= 


■ i >s 


&A"„ i-W V(OrVA> 


£4 53 


Al'INH 


[1 ;'V 


fvEfllFCWSAA'Al^ 


£4S5 


IHCACUFSE 


(2.59 


i5*'%-« >_.A\0 


fl.SO 


I-..V,{1 ■•! J'A-.I 


(2 53 


SMPW 30QU 


C2 53 


JAM'ftSiA &AWCAS 


■ ■ H 


BRAND K ■• CAVED 


£295 


AUSGCif 


(2.15 


Clas&c mnzhjum 


(250 


■5Cr«A.T.C 


£395 


Mt'.W ■. 1$ .-■ ;i; 


£2 50 
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i(.-fl*j<.- 4*t ftitfUfiH «• :*i- 
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SELECTED 

AMSTRAD 

PROGRAMS 



CASSETTE SOFTWARE CUff 

TITXE RflP PRICE 

WIN I £H GAMES™... 8.95 7.50 

BOMBJACK _~.9S €.95 

BRUCE LEE — 9.9& ?.sO 

OOMMANOO _... 9.SS 7,50 

1C COMPUTER HITS 2,„-.3SS 7.50 

itAMDO „.._...„a.95 C.Sr5 

YI0 AR KU«Q FU _._.. J.95 €.95 

EXPLODING FIST,„ ... 3-95 7.M 

DUM DAHACH ...S.95 7.25 

SOLD A MILLION,™ .5,95 7,50 

SOLD A MILLION 2 9.95 7,50 

BATMAN..,.. ,...fl,95 fr,$S 

FARUGHT 9.95 7-50 

HI- 1. -MOON ™™™_6.95 5.50 

GLTDCXTCn S».fl8 7.50 

ROCK W WH* Si tt_ .9.85 ?,50 

SPrTnrtC^O 9.0* 7.50 

BARRV McdrUroAN 9,95 7.50 

AUEN HK3HWAV. .......^.95 6,95 

MOONCRESTA. 7 95 650 

SABOTEUR JB.95 €.95 

MCXNOPOLV, 9,95 7,50 

KN IGHT LORE ,..,.9 95 7, 25 

D THOMPSONS SUPEa.8.95 6.95 

HYPEFtSPORTS..,-, 8.95 fi.95 

FRAW &RUNO. .S.95 6,95 

WHO DARES WINS _„„, J,95 6,95 

3D STUMT niOER... -J3.95 6.35 

3D GRANO PHIX„„... ,9,9a /.SO 

D Ts DECATHLON „,...B,9S «,95 



DISC SORWARE OUR 
TITLE RRP PHrCE 

WNI OFFICE a.,.. 19.95 16,95 

SORCERY a._ „„,..ia95 11.95 

LORDS OF MIDNIGHT. 13L95 11.95 

BATMAN. ...1J.9S 12.95 

3D CYRUS CHESS ...13,95 1 1 .95 

FRANK BRUNO 13.95 1 1 .85 

SCRABBLE. 14.95 12.95 

3D SOU HO. 1 3.95 1 1 -95 

FAIFILGHT *A,»5 12,95 

FIGHTER PILOT, *3.9S 11,95 

GLENHOOOLE, '395 1195 

TAU CETt 14.95 1 295 

I IYPCR SHORTS—. 12.95 10.95 

3OGRAN0PHX ......i3,9S 11.95 

3D STUNT RIDER- 13.95 11.05 

Bl AIRWAY TO HEU 1 1 ,95 10.45 

JUMP JET _h..1 3-95 1 1 .95 

WAY OF THE TIGE;H._ H.9S 1 S.95 

BARRY McGUlGAK .14.99 12.95 

DUN DARACH„ 13-95 l T.95 

MARSPORT. - 13-95 M.95 

SPY v* SPY - - ...1 4.95 1 2.95 

YiE AR KUNG FU„ .1 2.95 10,95 

SPITFIRE 40.„.„..^ .....14.95 1 2,9S 

ALEX H ICOINS POOL.,,.1 £.95 1 0.95 

MOONCRESTA, , .12.95 10.95 

SOLO A MH I JON 1 4,95 1 2.9S 

SOLDAM1LL10N2 14.95 12,95 

ALCN HIGHWAY 1 3M • 1 95 

FOR3IDD6N PLANET..... 14.85 12.95 



ALL PRICES INCLUDE VAT AND POSTAGE 4 PACXING 

(O rtrsew onto r* add tt pw item) 

Ch8q_*_RO payabte &: 

C & F ASSOCIATES 

ard 5* r:c to: 

C & F ASSOCIATES ( AA>, R O BOX 2. F3IDSFORD, EX39 3RE 

Tel: (02373, 819 

CVtffrS wtjjAW.V j?*SjMfC**tf mlftin 24 ti&trs of rocopf bal maxjrtjm cf7d9yf. 
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MASTERGAME 

Knight Tyme (Masiertronic) ,.,.. 



.50 



AA RAVES 

Cauldron II (Palace) .46 

Kane ( Master! ronic) 48 

Biggies (Mirrorsoft) .49 

Pacific (PSS) 52 

Green Beret (Ocean) .„„. . .54 

Batman PCW (Ocean) .58 

Molecule Man (Masiertronic) 63 

OTHER GAMES TESTED 

Kung Fu Master (US Gold).. ,,..,.....,. 54 

Graham Gooch's Test Cricket (Audiogenic)... 56 

World Cup Carnival (US Gold) .56 

Eye Spy (Americana).,,...... ..58 

Snodgits (Sparklers) - ....J57 

Buster Block (Kuma) 57 

Contamination (PSS) 58 

Meltdown (Alligata)... .. ..59 

Blade runner (CRL)..., ,59 

Battlefield Germany (Cyberccm) 60 

TobruK(PSS) ...60 

V (Ocean) 61 

DrWho (Micropowerj ...67 

Max Headroom (Argus) 67 




COMPATIBILITY 
All the games reviewed this 
month are compatible across 
the whole CPC range, except 



Batman which is for the PCW 
8256/8512 - CPC owners 
already have their version. 



MAGNIFICENT 
MASTERTRONIC 

This month heralds the first ever budget mastergame in 

Knight Tyme. This instant classic is the follow up to 

Spellbound and a\ E2,99 is the best offer you've had all 

month. Just to complete the marvellous budget 

offerings, there's Kane and fttotecu/eJVfen, also from 

Mastertronlc, and yet more proof that ft doesnl have to 

be expensive to be good. 

PCW owners should be astounded by the arrival of 

Batman on their machines. There may be no colour, but 

there's some superb aclion. 

Back on the CPCs you'll have a great time with Green 

Beret, an alt-action combat game, and Cauldron //which 

looks like being as bewitching as its predecessor, 

If you thought the summer was hot already, keep clear 

of these pages - they're scorching! 



TOP 20 AMSTRAD GAMES 

The chart created by AA readers 



rronlh month % of voles 



Software house 






1. 


2 


12.0% 


GET DEXTER 


PSS 


2. 


3 


10.2% 


SPIN DIZZY 


Electric Dreams 


3. 


1 


9.4% 


ELITE 


Firebird 


4. 


6 


4.3% 


SORCERY PLUS 


Virgin/Amsoft 


5. 


— 


4.3% 


BOMBJACK 


Elite 


6, 


4 


3.9% 


WHO DARES WINS 2 


Alligata 


7, 


20 


3.9% 


COMMANDO 


Elite 


c*. 


9 


3.1% 


BATMAN 


Ocean 


9, 


5 


3.0% 


YIE AR KUNG FU 


Imagine 


10. 


12 


2.9% 


TAU CETi 


CRL 


11. 


— 


2.6% 


BOUNDER 


Gremlin 


12. 


7 


2.3% 


SPELLBOUND 


Mastertronic 


13. 


11 


1.7% 


RAMBO 


Ocean 


14. 


— 


1.5% 


WINTER GAMES 


US Gold 


15. 


6 


1.4% 


HIGHWAY ENCOUNTER 


Vortex 


16. 


— 


1.4% 


GREEN BERET 


Imagine 


17. 


13 


1.3% 


SORCERY 


Virgin 


18. 


— 


1.3% 


TURBO ESPRIT 


Durell 


19. 


— 


1.2% 


ALIEN HIGHWAY 


Vortex 


20. 


— 


1.2% 


FAIRLIGHT 


The Edge 



Well, weii. AA Masier-game 

Gel Dexter has made it to 

number 1 . It may not have 

sold as many copies as 

some of the games below 

it. but those who have it 

certainly like it, 

Another notable event this 

month is the sharp climb o* 

the two new titles from Elite 

Systems. Clearly wowirg 

the people. 

We hope you like our 

slightly new-look chart, and 

its new position here at the 

Start of Action Test. Donl 

forget to enter YOilR votes 

using the form on p94. 

You'll be helping create the 

most representative chart 

in the land. 
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CAULDRON If - THE PUMPKIN STRIKES BACK 



Palace, ffl 99 cass. £12 93 disc, joystick only 



If you've played Cauldron you'll know all 
about the pumpkin because he was the 
villain of the piece- Bui before you get the 
knives out ready to create a halioween 
mask you should know (hat you've changed 
allegiances and are on the pumpkin's side 
mis time. His task is to destroy the power of 
the witch (your character from the first 
game) from within her evil end dangerous 
castle. 

The castle ib composed of over 100 
screens, packed with dangers to a plump 
young pumpkin. The graphics and atmos- 
phere will be instantly familial to Cauldron 
players but the task before you and (he 
gameplay are a whole new cauldron offish. 
Essentially it's a platform /exploration game 
but the control over the pumpkin and the 
layout of the castle provide plenty of new 
and interesting things to deal with. 



SECOND OPINION 

Cute, bouncing main characters are 
certainly in fashion at the moment bur 
this one's got mors than dial going- for 
it. A wonderful bouncing action and 
some wfuriatitigly tough gaps to hit 
make for en thralling gamepiay, and 
there's lots to explore too. A real must 
for all you pumpkin freaks out there. 

AW 



The pumpkin bounces continuously 
and can be steered left and right through 
the air. The height at his bounce can be 
altered to several different levels and this is 
controlled using the fire button. This odd 
control method can make getting around 
the castle a testing and absorbing task, 
liymg to judge the right jump for each gap 
in the floor. 

The pumpkin stands up to long falls 
very well, always sporting a cheerful grin 
The bouncing animal ion is fairly simple but 
very effective, just like a large, well in- 
flated, yellow football, grinning at you 
maniacally, Getting good control takes a 
little while as you experiment with (he 
bouncing but there's plenty of opportunity 
fOr that as you explore the large castle. 



What our rotund hero is in search of 
are a number of flashing objects that will 
allow him (O destroy the witch's power all 
wiH be needed to complete the game. 
These are. of course, in some of (he most 
awkward to get at spots requiring a lot of 
pumpkin perseverance and Control. 

You start with seven lives, each being 
preserved by a supply of magic. If this runs 
out a life is lost. Most of the witch's crea- 
tures will merely try to drain this magic by 
running into you. while others will kill on 
contact. The clangers come in many forms, 
from tiny mice and spiders to murderous 
walking skeletons and deadly gargoyles. 
Some of them can be shot with magic bolts 
but again this costs the pumpkin some of his 
magic supply. 

Magic is replenished by picking up a 
sparking magic point, which also allows 
you to fire the magic bolts, but these are not 
replaced ae the game goes on. There arc a 
number of surprises in store for the unwary 
traveller - what else did you expect from a 
witch? Most of them can be anticipated 
though, just expect the unexpected. 

The atmosphere' the game contours up 
is superb - beautifully designed graphics, 
good animation and a fantastic title tune, 
The gameplay itself is very testing and 
should keep you plugging away for many a 
long hour, even n" it does tend to get a bit 
samcy just bouncing around the place. The 
only criticism of the game is that the use of 
flick screens can be very offputtrng when 
unavoidably hopping several times be- 
tween two screens A worthy successor to 
Cauldron with a much cuter lead character. 

BW 





The Six Objects 

The six fleshing objects found in the costle 
each Howe a different use - the hardest part 

is stilt getting them all though 



GOflLETipr events floating hands from revers- 
ing the joystick control, 



AXE:otk>ws yov to batter through closed 
doo*». 



SHIELEXfhh is yovr only protection against the 
deadly skdetom. 



CROVVRltopS the witch'* killer-magk from 
harming you. 



SClSSOftSsut o i«k of fh» witch's hai*. 

BOOK OF $PELl&lost but not least - It's me 
key to success. 



46 
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KANE 

Masiewoetc. £1 9S eass, joystick 01 k 



Yeu play Abel ScinovaVy in 3 desperate 
battle to outwit William Kan* the 
banker... no, wait a minute, that's the wrong 
plot You play the Sheriff who wants to 
make peace with Che Indians and clean up 
the Wist in a four stage- arcade ehalSer.ce, 
Personally 1 preferred the other scenario - 
much more interesting. 

The four stages are fairly loosely con- 
nected but each one presents an en] oyable 
challenge and has some attractive 
graphics. You atari in a canyon containing 
an Indian camp. You have to shoot down 
bud* to swap wilh the Indians for peace 
tokens. The peace tokens become your 
lives on the next three stages so it's import- 
ant thai you do well here. The Sheriff runs 
onto the screen and stands at the bottom 
right-hand corner holding a bow and 
arrow. The birds fly on from the left and 
you control a cursor which determines 
where the arrow is shot. 

The tuning of shots isn't too difficult Co 
pick up. and every tone you impale a bird 
through its neck or body it Sops to the 
ground. You only have a limited number of 
arrows and every time you miss a bird it 
costs you one arrow. I know it all sound 
rather tasteless but it's humourously done 
with tables of 'birdies lolled' and 'birdies 
home' fox the ones shot and the ones that 
getaway. 



SECOND OPINION 
-ly animation, witty game; 
rear rtm&ic ail give this game real 
. It is very easy to start with, but 
s two and three cause you q 

Jems. The practice mode 

you overcome these however, 

>u might find you cwtt crack thi 

game a bif loo^asily. StiU great fun 

*t - and great valnc far money 



Having collected as many lives as you 
can you've got to get the Sheriff to Kane (i 
town) by riding across the desert. The 
horse and nder are excellently animated, 
moving at canter and gallop speeds, and 
you nave to jump them over various 
bushes, otherwise the Sheriff will be 
thrown. The distance to the town has to be 
completed within a time limit, with falls 
costing a life 

Once in the town you get a view of the 
main street with the Sheriff at the bottom of 

the screen Outlaws came Out of the build- 
ings who take a quick shot at you and then 
disappear. You have to shoot these villains 
by moving a cursor over them and firing 
before they disappear, Because the 
Sheriffs only got a six shooter he has to 
keep pausing to reload, and hehas to keep 
on the move to avoid the outlaw bullets. 

Once you've shot enough bad guys, for 
some unexplained reason you have to 
chase a train and stop it. This takes the 
same form as the ride in to town with 
obstacles io jump, by* is very much 
tougher. You gallop jnsl a little bit faster 
than the train but any stops or falls cost you 
dearly and make life very hard* 



If you get through all four stages they 
are repeated, there being three skill levels; 
the last stage continuing to be the toughest. 
The stages aren't stunning when looked at 
individually but they go together to make a 
very nice package that is enjoyable to play. 
The animation on the riding sequences is 
perhaps the best feature and the whole 
product has a polished and humourous 
style to it. 

BW 



GREEN SCREEN VIEW 
hooks fine, ifyoa don't mine riding 
across a green desert 



&W 



E 



W 



- Jour different types of stage. 

Nice backgrounds and great horse 
animation. 

Easy to get into but can get guile 
tough. 

Humourous touches work well. 



S 



W 



- Some stages are a bit toe easy. 



Graphics 



SONICS 



GRAB FACTOR 



HIGGLES 

MiTrofsoft £9-95 crss, £14,95 disc, joystick ot k«ys 



Biggies may not spring to most peoples 
minds as a good subject for a film or a 
computer game, but it looks set to do well 
both at the boi office and on the computer 
shelves. The game stars the intrepid hero 
and bis time twin (don't ask me, see the 
film) in a mission 10 locate and destroy an 
enemy sound ■weapon. 

The game is split into four sections, the 
first three axe on one side of the tape and 
are arcade games, while the fourth loads 
separately and is a helicopter 
simulation/adventure. The three arcade se- 
quences are where you have to locate the 
sound weapon and prepare for the final 
part of the mission, where the task is to 
destroy it. The fourth part can be played 
withpui finishing the first three, but com- 
pleting them gives you a helpful advantage 
for the final stage. 

The fust of (he three arcade games is a 
flight in a biplane to locate the Sound 
weapon, It takes the form of a Scramble- 
type game, with the plane dying left to right 
along a scrolling screen. Enemy attacks 
take the form of biplanes (tying in the other 
direction which shoot at you, and anti- 
aircraft guns that throw flak up at you, The 
planes can be shot down with your own 
bullets while ground installations can be 
bombed. When you have Down far enough, 
or gat shot down, you move onto the next 
stage. 

The second section is a bit of trench 
warfare in Commando style, as you try to 




reach the sound weapon's test site on foot. 
It consists of several screens, each split into 
a trench and overground section with 
enemy soldiers who try to hell your pro- 
gress. Some wander around shooting occa* 
sionally, while there are also machine gun 
nests that rattle out Bra. You can shoot the 
soldiers if you get near enough, and there 
sue also grenades to coiled that can be 
used to knock out machine guns and men. 



1 



at with the film t 
current fad for chunky giaplucs. this 
one would sell pretty well even if it 
was a complete turkey, tn fact, it's not 
a bad game - though the gajnepJay is a 
hit patchy. The arcade games are 
okay, hut a hit licfhtwcigh t. There 's 
nothing to really get your teeth into 
until you start the simulator* and thai S 
pretty low on grab factor. 
Competently written and reasonable 
value - hut nothing very elating 



The third stage brings you into the 
present day with Biggies and his Time Twin 
having to hop across rooftops to get to their 
helicopter. All the while you have to avoid 
the clutches and (he bullets of the guards 
thai patrol the rooftops. The two men are 
controlled alternately and have to get a run 
up to leap between roofs before timing 
their jump. You've also got to be careful not 
to miss a roof and go plunging to your 
death. 

The three arcade games are compet- 



z> ^ 



Film fun 

The phrase 'the game of the film" is becoming 
more arid more popular as licensing deoh 
predominate in the computer market, lr» ihK 
iiiue alone we have Biggies, Blade Runner 
and the three TV tlHei Max Headroom, V 
and Of Who. Unfortunately =h*s& deals don't 
always produce good games, the clonic 
example being Gbo>tbv$ters which really 
wo* pretty awful on the Amstred. 

Biggies is a pleasant surprise because it 
isn't too dependant on the film and you won't 
need to hove seen the Him, read the boohs or 
even heard of him before to enjoy it. NoM- 
olly It gains a lot of hype from being 
. associated with the film but for once this is 
jus M Fieri. Let's hope licensing deals continue in 
this soft of vein, 



V 




ently put together and, although none of 
them are outstanding, they should provide 
sonH: l'qh -ir.d challenge before moving on 
to the helicopter section, This provides the 
really lasting challenge. 

The simulation owes a lot graphically 
to Strike Force Harrier since it presents a 
similar view of the surface features and 
flying movement. The action takes place on 
a large map, mostly controlled by enemy 
forces. You have to complete several tasks 
before locating the sound weapon teat site 
and destroying it, These include picking up 
people, fuel, a machine gun and ammu- 
nition. Each one serves a purpose that 
should help you on the mission but it is not 
always apparent what or when. 

There are of course plenty of hazards 
that have to be overcome , Flying the helic- 
opter isn't always easy and crashes prove 
fatal. The enemy is present in force, and 
overflying ground positions can be very 
bad for the health. If you've got something 
to shoot them with you can captures po- 
sitions yourself, but this isn't easy, Most 
objects are marked on the maps and at first 
the task looks fairly simple, but you soon 
discover that it's going to take a lot of work 
to crack it. 

The graphics are quite chunky for all 
four stages, but are done in very nice 
shades of colour and actually look quite 
pleasing. The combination 
of the three initial games 
works very well with plenty of 
variety in the tasks and gameplay to keep 
you interested. The real challenge comes 
from the final helicopter stage though, 
which combines a simulator and adventure 



task very well indeed, I don't know what 
WE Johns would have made of the whole 
thing but I'm suitably impressed by a very 
slick product- 

BW 



GREEN SCREEN VIEW 
The map on the simulator section is 
colour coded, so you miss out on 
eTucMinrofinaflorr, As a result it's not 
really playable in green. 

AW 
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'" Three pleasant arcade games. 

A testing helicopter/adventure 
challenge. 

1 Good graphics even (bough they're a 
hit chunky. 

Excellent value for the four games 
together. 
■ stands up as a game In its own right. 
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Arcade games aren't too difficult. 
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KNIGHT-TYME 

Mastertroiiic Added Dimension, £299 cass. joystick or keys 



tcitionic's Magic Kni_ 
in two previous games, finders Keepers 
and Spellbound, but this is his crowning 
glory as he tri.es to get back to the past from 
a starship in tho 25th century It features the 
'windimation' system from Spellbound, but 
is even more packed wilh characters, ob- 
jects, locations and thing* to do. 

Magic Knight's task is to iind a Tyme 
machine that will take hint back to his 
mediaeval existence - after all life in the 
2Slh century isn't easy for a guy in a little tin 
suit. He appears in a transporter room on 
board the USS Pisces, his first task to ex- 
plore die stup and familiarise himself with 
the characters and objects in it. 



SECOND OPINION 

This game is just superb If you want 
the unr and pozzlsig of Hitchhikers 
coupled with cute animation and great 
music, it delivers - and with change 
from a measly £3. How Maateitronic 
manage this kind of quality this cheap, 
I really don tknow. Bay it, play ft, 
marvel at it -it's terrific. 

AW 



The three most important rooms in the 
ship are the bridge, transporter room and 
transputer room. The TRANSPUTER is the 
ship's computer and at the start of the game 
il provides a lot of helpful information to get 
you going. The SETDGE is where the star- 
ship 13 controlled from, but lo do that you'll 
need the authority and knowledge to get it 
moving. The TRANSPORTER 
enables you to 



A 



, ** 



— U 



I tj- ■: li U |t ^IVImi*af'UMiiii|?iiff-,<:a ,T i.ilT» - <BI iTvB.| r i . 



ship orbits, but again you'll need to get it 
working first. 

MK moves leh and right on screens and 
can jump onto things, but the main control 
is via the 'windimation* system. This is a 
series of window menus that present a 
number of commands and Options, depend- 
ing on the location, objects carried and 
characters present There's a single mam 
menu thai has familiar commands on it for 
object manipulation pick up, drop, take 
and give (from or to another character), 
examine, wear and onwearf?)- 

Thore are other options that m 
always appear and these have many . 
l uses. You can command char* 
ad things, blow things, cast spella, 
inicate and move the ship The fail 
jU got, the more commands you'll find 
and each one will have one or more sub 
wlus. For instance if you want to com- 
ind a character you first have to find who 
u want to command, then tell them what 
u want them to do and then watch the 
onse and action that takes place, 

ing the system lo its fullest will take 
time but the general rule is lo iry 
ing everything to anything to staji with. 
Performing tasks and solving problems is 
usually a ease of following up on a due 
given somewhere or making a logical de- 
duction about what to do with things, 

The other characters 
in the 



shapes and sizes. There aic droids and 
computers, humans and aliens, all of whom 
may carry useful objects or be able lo 
perform tasks foi you. Dealing with them 
isn't always easy because they may no! be 
in a good mood or even able lo help. As in 
Spellbound you will have to look after 
characters' welfare in order to make them 
cooperative, but you'll have to watch out 
for your own as well 



GREEN SCREEN VIEW 
It plays fins and looks okay too, so 
you've got absolutely no excuse. Bay 
it 




Throughout the game there are m. 
vellouo louche* of detail and humour that 
reflect the hard work and personality pul 
into it by David Jones the programmer. 
You'll come across all sorts of smart re- 
marks and great features like Hie view from 
the bridge of the ship at it moves between 
planets, One erample of the detail and 
humour is when MK wears a gas mask - d 
he then tries commanding the other charac- 
ters all they bear is 'a muffled voice' and 
then go about their business. 

There axe a massive number of pro 
blems to crack and things to do, You'll 
spend the first few hours just working out 
- rerything in Ihe sla -- 
ploring the many 
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bul ttiey certainly 
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action and 
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Magic Knight sfHI 
in hfi atmou' bul 
now aboard a 



The graphic* axe the only disappoint- 
tng part of the game because they lack 
colour. The soundtrack plays throng 
and is very pleasant But what really b_ . 
you ovor is th* humour, dalaii, purees. 
difficulty and size thai at ft delightful £2.99 
blow most full price games out of sight 
Budget games of this high quality should 
shame many fall price software housr. 
getting their act together. 



GOOD 



W S 



ation' ayatem Is a joy 
sense of humour, 
of intriguing and difficult 

Interaction with other characters t 
help and hinder. 

Great faa lures like space flight and 
rt*r. 

L accompanying music 
this for £3 - a remarkable bargain. 



a 



phics, screen size and use of 

our aren't all they could be on an 
i* trad. 
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This latest French impart is about aa low is 
you can got - £00 fathoms beneath (he 
Pacific ocean to be precise. It takes place 
entirely under the waves in a twilight world 
where many hazards and surprises await. 
Your quest is to find the lost treasure of 

Atlantis in a massive undersea exploration. 

You start at the surface of the ocean 
where your character stands waiting in a 
diving bell. He's clad in a diving suit and 
one of those large glass and metal helmets 
seen in many a Hollywood movie. He also 
totes a gun with a limited supply of ammo lo 
use on the resident aquatic wildlife. On his 
back: ia an oxygen cylinder, a close-up 
view of which ia presented in the bottom 
left of the screen. Once he starts moving he 
isn't animated much, staying upright and 
sinking automatically {lead in his boots and 
not his head presumably). 

The diver can travel off the left, right 
and bottom of the screens but to go back 
upwards you need to press a key as well as 
moving the joystick up. A massive number 
of screens make up the playing aie& but as 



This game does tj&t a bit i&petih 
bat that's small wonder when y 
think about its sheer size When 
Urst find a sextant and see the 
the playing area, you realise why 
called the game Pacific. Imean. w 
talking vast. Plenty of nice louche, 
some frantic manoeuvenng. but it'f , 
scale that nukes your jaw drop open. 



you would expect these are limited in their 
variety. They consist mostly of very colour- 
f ul corals thai can be passed through, and 
more substantial rock formations thai block 
your progress. Most have route* through 
them but some are completely impassable 
and have to be bypassed. 

On most screens there are fish, turtles. 
squid and starfishes that swim iretind and 
poison the diver on contact, With only three 
lives to play with they need to be avoided 
at all coats, This is usually easy when 
moving down through screens but iJ you 
appear at the bottom of the screen going up 
it can be a real deathtrap. All the animals 
can be shot but appear in increasing num- 
bers and speed the deeper you go. 



another life down the tubes. It can be 
replenished at air pumps but like every- 
thing else in the game it's a matter of 
exploring many screens to find one. 

There are several other special fea- 
tures in the game that add interest, Sextants 
allow you lo see the map of the ocean and 
your position, showing just how enormous 
the playing area is. Doors lead into gal- 
leries where extra lives and ammunihon for 
the gun can be collected, but here too 
danger can lurk. Barrels of explosives can 
come in handy loo for blowing holes in 
rock, but you need to be careful not to blow 
yourself up with them. Mines can also bring 
an explosive end to a life if run into, but 
shooting them sets them oE harmlessly, 

The gameplay is repetitive 
because of 



delightful, even if screens do repeat, and 
you won't tire of sianinming around such a 
picturesque pond Completing the game is 
tough and will keep you going for plenty of 
time. The only problem with that is that 
having dived deep you can easily hit a run 
of mishaps that will make you start all 
again. «-*^ ° 

Big. bright and 
beautiful, with some 




The diver consumes oxygen from his 
lank the whole time, particularly when 
exerting himself, and if this runs out it's 



game and repeat 

the sheer size of the 

nature of the screens but there are enough 
interesting features and things to do to 
keep the player going. Tho graphics are 



More screens than a Japanese TV 
factory, 

Some beautiful undersea graphics, 

Nice features tike air pomps, barrels 
and galleries, 

Tough gameplay that keeps you on 
your toes. 

W 

A trifle too repetitive in places. 
Frustrating to get a long way down 
and then die. 




thrown in. Those clever 
French people who bought you Get Dexter 
and Doomsday Slues have scored again, 
Bravo. 

BW 




GREEN SCREEN VIEW 

You can see the fish, you can see the 
coral, you can see everything - 
except, that is, the stunning colour 
scheme. Ah sut 

AW 
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TMS ts THE IMAGE SYSTEM a computer graphs package 

with a difference! 

In addition 1 to providing the usual drriwrng and painting 
facilities THE IMAGE SYSTEM allows you to zoom, 
move. copy, scale, rotate and even twist and fold your 
pirfwes in 3D SPACE 

With fadtftMS like these you can produce an HlmosL 
infinite variety of effects from the simplest nf images 
Gone are the days of spending hours 
to create a single pirturp, THF IMAGF 
SYSTEM set* you free to experiment 
and use your imagination. 

-And there's more, using feature (ike 
transparency and colour fifiratpori you 
uri modify and combine your images 
using the full range of colours 
dvaiiaDleon tfjeAMSTRAD. 

The pictures you produce can he 

controlled from QaSlC adding graphic 

fiair to your program THE IMAGE SYSTEM even 

COMPRESSES pictures saving valuable memory space 

You will find an explanation of all the features mentioned, and more 
in the comprehenwe manual whech accompanies the program 
including a fulty illustrated step by step exercise to take you 

through the all rmporldtit first half 
hour of using this program 



irk 
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AMSTRAD 

CASSETTE £19.95 
DISC £24.95 



C @§ HOT LINE: 01-533 2918 



THE IMAGE SYSTEM 
LET YOUR CREATIVITY FLOW 



Cfit Gift* PIC. CSL HO 
9 Kings Yard. Carpentm 
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The stunning game of the future by the 
author of the legendary TAU CETT. 



a c^pftaJ F. Weil put rogetner with 



totally absorbing Game pray 
"COMPUTER AND VIDEO GAMES" 

A crisp combination of simple but effective ideas 
add up to an addictive and challenging game 
"SFAN MASTFRSON |AMTfXJ" 




ACTUAL SCREEN SHOTS 



Soon to be 
available 

or: the 
C8M 64/128 



£7.95 

CASSETTE 

< ^&? Hot Une: 0I-S33 2918 



est Group PLC , Cffl. Hows* ? Kmqs vara. Cifpernen ttoM London Ef 5 2HO 



GREEN BERET 

ImnijiM. £8.95 cass. H4 35 disc, joystick ur keys 



A Commando by any other name but fortu- 
nately not the »ame type of game. It's all 
about mindless killing again but on a horiz- 
ontally scrolling background rath*? than a 
vortical one. The aim us the familiar one o! 
rescuing captives from a heavily defended 
enemy installation. 

There are four stages in the game Out 
have to be completed in sequence - each 
one getting progressively harder, although 
the first is tough enough- You star! at the 
miss lie base and move on to the harbour, 
bridge and prison camp. Each stage has 
different and derailed backgrounds, most 
-with features that can be climbed over. 
Screens have up to three levels that are 
connected by ladders and drops, but pro- 
blems are encountered wherever you go. 

The idea is to get your man to the end 
of a stage, where he has to tight a pitched 
battle before moving to the next one. Each 
stage ut broken tip into several sections, so 
that if your man is killed you restart at a set 
point ju*t before the spot where he died A3 
you move left to right across the screens 
they scroll to reveal the ground ahead, and 
while this is happening the action is paused 
momentarily. The scrolling is jerky bat the 
pauses are welcome respites as they give 
you time to think. 

Along the route* you face four types of J 

enemy soldier. The simplest just triea to 
run into you, while others aim flying kicks 
at your skull. Even more dangerous are (he 
ones with guns because they iry to foUow 
you, and occnssioniLy shoot bullets that 
have to be ducked or grenades that have 10 
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KUNG-FU MASTER 



Yet another conversion of <i popular arcade 
game featuring martial arts this one being 
less concerned with presenting a wide 
range ol manoeuvres against highly indiv- 
idual opponents, and more interested in 
killing as many things as fast as possible. 
Such violence has 10 be m a good cause ol 
course, and in this case it's rescuing a 
damsel in distress ai the top of a five storey 
building. 



SECOND OPINION 

The graphics are a bit crude and the 
smalt action window scrolls badly > but 
these aren V too worrying. The real 
disappointment comes with the 
gameplay, which gets very frustrating 
vt> ry quickly. There does seem to be 
<tji unhealthy element ofchanco to 
things, and all that waggling soon gets 
on your nerves. 

AW 



You enter each ol the five levels from 
an incongrously hi-tech lid taking you into a 
scrolling corridor. You have to make your 
way atcng lo another lift which takes you up 
to the next noor. Needless to say. all sorts 
Ol nasty things trying to stop you, some of 
which can be dispatched with punches and 
kicks while others can only be avoided. 

On level one the opposition is fairly 



straightforward, consisting of 'henchmen' 
and a guardian at the second lilt The 
henchmen run towards your white clad 



character and try to grab you. They can be 
punched or kicked out of the way. but once 
(hey've got you in thou evil embrace you 
have to waggle the joystick to got If id Of 
them All the tirtw that they hold you an 




be jumped. There are also Commandants 
who behave like simple soldiers - but when 
Jdlled provide you with an estra weapon. 

On the first sfage this is e fkme 
thrower, which is best saved for the end of 
the siage sw it only fires three timea. The 
only other vfay to loll soldiers is at close 
quarter,* with a krufe - which lakes good 
timing on the fire button. You can avoid the 
enemy either by climbing ladders or by 
jumping, but this is even more hazardous. 
Sometimes you may end up with three man 
chasing you, but this isn'i necessarily a had 
thing because riflemen won't shoot you if 
you're close enough. They move at the 
same speed as you and, because only lhree 
soldiera are allowed on screen nl once, it 
reduces the chance of unpleasant 
surprises. 



wen, with Commandants providing 
grenades and rocket launchers instead of 
the flame thrower. You'll love the graphic 
effect of the flame thrower - very 
bloodthirsty. 

The gainepJiay is extremely tough with 
enemy forces cojtstsjfSy coming at you - 
but :t's also very euidieiive as you struggle 
to get a bit further through (he game and to 
outwit the enemy soldiejri. Despite the 
jerky scrolling the graphics are good, par- 
rtcularly whan you use the flame thrower, 
and the sound accompanies the action with 
a compulsive thythm. You do get ia» 
"impossible' situations where death i» 
inevitable, and this is kustraung. bu: not 
often enough to spoil the addictive ness 
Mindless and violent, but greet fun to play, 

BW 



SECOND OPINION 

If you only buy one gung-ho game, 
make it litis one. It's got real two-fisted 
arcade action that you just can 't tear 
yourself away from. Great graphics, 
lough tuning and a load of nice touches 
all add to the addictivaness, and the 
weapons give the gamepfay a tactical 
angle too. Green, gruesome, great 
stuff! 

AW 



Other hazards include mines, which 
have to be jumped over, and mortars. On 
later stages your weaponry changes as 



Four very difficult stages. 
Compulsive, addictive gamepLsy, 
Well drawn and varied graphic 

backgrounds. 

Vfcricty offestiuv* that need good 

reactions and tactics- 
Sound accompanies lite action well. 



Scrolling is Jerky * 

Mindla&s, violent games may not be 



your cap of blood- 



energy gauge is running down, and if it 
runs out you are returned to the lift to iry all 
over again. 

If you get to the second lift you are 
confronted by the guardian, who you have 
to hit until his energy gauge reaches zero, 
allowing you to pass into the lift. These 
guys mtj pretty lough and you'll need most, 
d not all, of your energy to deal with them. 

On. the second level things arc much 
tougher because there are a whole host of 
new enemies- First of all come jars, balls 
and globes that fall from the ceiling. The 
jars and balls change intesnakes and fare 
breathing dragons when they hit the floor, 
while the globes pulsate and then explode 
into instantly lethal fragments. The snakes 
scurry along the floor and have to be 
jumped, while the dragons can be killed for 
a big bonus, but have nasty fire to threaten 
you with. 

If you can get past ihem you're faced 
with more henchmen, plus knife throwers 
and dwarfs. These appear in large num- 
bers and in extremely difficult combin- 
ations that make life very tough indeed, 
The dwarfs can bo done in with squat kicks, 
or jumped over, while the 
knife thrower 



has to be hit twice, fits knives can be 
ducked or jumped but sap a lot of energy if 
they hit you. it's very tough to pass this let 
because ihey clamber all over you, and 
even if you do there's a nasty guardian for 
whom you'll need plenry of energy. 

The gameplay is frustrating not just 
because it's difficult but also because ii 
involves a lot of luck and 'impossible' 
situations. There are ways of dealing with 
everything, but f think many people just 
won't receive enough encouragement to 
keep plugging away. The variety of oppo- 
nents provides plenty to do if you do gel 
stuck in, and with enough practice it is 
possible lo overcome the odds. The 
graphics are okay, although the scrolling 
window In which the action takes place is 
only half the screen size- The aqund effects 
are reasonable btil there isn't any music, 
Certainly a challenge but the repetitive and 
daunting action may be too much for some. 

BW 



► Five very tough levels to complete. 

p* Variety of ■enemies to batlle- 

s* Colourful graphics and decent 

scrolling. 

s* Different types of punch and kick 




GREEN SCREEN VIEW 

Everything 's visible, but the 
flamethrower effect loses a lot. That 
beret looks just fine though- 
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Beret vs black belt 

On the surface Green Betet ond Kvng Fv 
Master have very ilmilor gnmeploy, but one 
is highly addictive and get* a PAVE while the 
other Is more frustrating ond doesn't. The 
main difference between the two lies in the 
difficulty level which has been 'tweaked' fust 
right for GB bur not for KFM, 

Both games feature the some timing 
problem when knifing or kicking an opponent 
of dose quarters, but on GB you just die ond 
restart, whereas on KFM there Is the frustr- 
ation of having to waggle the joystick to get 
free, On KFM you don't have Home throwers 
or rocket launchers to spice things up. 

KFM doesn't use the screen lo fit in as 
much action either os it uses o smaller 
window, while C8 allows you lo (limb lad- 
ders, (ump gops and foil down. But the moin 
problem on KFM Is simply the sheer weight of 
the opposition arid their random behaviour, 
which moke- it horribly difficult to progress 
and a little dependant on luck. GB requires 
more skit I ogolnst a tough opposition thai 
keeps you coming bock for more. 



ft* Difficult and frustrating by the second 

level, 

s* righting doesn't have as much 

variety as the opponents. 



GREEN SCREEN VIEW 
Yon can *ee everything, bat its alia 
lot less gaudy. 

AW 
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GRAHAM GOOCH S 
TEST CRICKET 

AutliDyeiiic, 1 9.95 cass, ft 4,95 disc, joystick 
only 



This review is being written just after En- 
gland managed, to get all out fox 102 In the 
second lest against India, If things are still 
(hat bad (or worse) then this game will 
come as a great relief to anyone who's 
convinced they can pick 3 better team and 
play better. Initially the game is set up for 
play between Endgland and Australia, but 
more even contests like England versus 
Japan or Greenland can be arranged. 

There are two squads of 30 players 
who can be altered to any you choose and 
saved, for later use, The batting and bowl- 
ing average as well as bowling speed is 
entered for each man and will be reflected 
by his performance in a match. There are 
(our types of match thai can be played, 
three one day games over 40, S3 or 60 
overs, and a full test match. These can be 
played by one or two players, and in 
simulation' or "arcade' modes. 




SECOND OPINION 
Not much here in the way of 
gameplgy. but the graphics are really 
very suce. Don t bother with the 
arcade option -just sit back and 
vratch. Very relaxing. 

AW 



Having made all those choices, picked 
your eleven players, allocated a skill level 
in arcade mode, picked a wickel -keeper 
and slip fielder, and tossed the com for who 
bats first - you can get on with (he game 
itself. The nature of the game depends very 
much on whether you pick arcade or simul- 
ation mode. 

The screen views are exactly the same 
in either mode: the bowler coming up from 
the bottom of the screen to bowl at the 
batsman at ihc top, and outfield screens 
appearing whenever the ball is hit on the 
offside or legside. In simulation mode you 
merely decide whether (he batsman plays 
aggressively, normally or defensively, and 
whether you have an off or leg Side attack 
when bowling. 

Arcade mode has a lot more action 
with you having to time each batting stroke 
and waggle the joystick for bowling to get 
the bowler to give maximum effort, These 
two modes should suit moat players 
because you can either just sit and watch 
the effect of your choices oi really get 
involved in the thick of things. 

The animation for the main and outfield 
screens is good, but you can't actually do 
anything on the outfield ones The number 
of options means you can tailor the game to 
suit yourself and provide a challenging 
game at whatever your skill level. Cricket 
fans should love it but others may find the 
lack of variety in the gameplay rather 
boring. That's cricket for you. 

BW 

GREEN SCREEN VIEW 
looks fine - bat then it would. 
wouldn't it. 

AW 



The boismon 
awaits a dellva'y 
ot ttie top of the 

Kreen 
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► Choose your own trams. 

P- Simulation and arcade modes 

available. 

*■ Plenty of options to suit the player. 

•» Nice graphics for the playing screens. 



W 



•* Gameplay is very repetitive with Little 

skill involved, 

► Probably only of interest to cricket 

fans. 
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WORLD CUP 
CARNIVAL 

US Gold, f 9.95 cass, ft 4.95 disc, joystick or 
keys 



Firstly we must apologise for the fact that 
this review appears after the World Cup 
finals are dead and gone and too late to 
warn many of you of the extraordinary 
furore surrounding ibis game. This is 
because we didn't receive our production 
review copy until after last issue's dead- 
lines. Hot being a cyncial person, I'm sure 
it's purely accidental that US Gold didn't 
manage to put out early review copies - it 
wasn't the fact that nobody wanted us to tell 
you the truth about Uus product. 



SECOND OPINION 
A real professions! foul by US Gold. 1 
mean, 1 feel completely outraged by 

their behaviour andldidn 't even bay 
the miserable game, Mara.dona is Mr 
Honest in comparison 

AW 



The truth is that it is Little more than a 
re-issue of Artie's ageing World Cup game, 
very slightly enhanced, but packaged lav- 
ishly to make it sell. It comes with posters, a 
badge and a special competition, The only 
problem is that the competition is already 
over, most of the packaging is now useless, 
the original game cost only £7.95 a year 
ago and lb available at knock down prices 
today. And it was never much good in the 
first place. 

The game itself allows up to eight 
players to play ui a knockout competition 
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either against each other ot the computer, 
This rakes place on a horizontally scrolling 
pilch where you control the player nearest 
the ball. The scrolling and player animation 
is jerky while the gameplay Jacks depth 
with little possibility for passing manoeuv- 
res or skill. The 'enhancements' are three 
practice screens that load separately. They 
are fox ball control, penalty taking and 
penalty saving. They aren't very well done 
graphically, arc very short on gameplay 
and have absolutely nothing to do wiih the 
main game at all. 

My advice is this: if you've got World 
Cop from Attic don't buy this game, ff you 
haven't got it and really want n then try to 
find the original being sold off cheap, and if 
you can'l do that then buy Match Day 
instead because it's a better game. The 
most annoying thing about the whole 
episode is that US Gold didn't make clear to 
the public that this was an 'enhanced' ver- 
sion of Artic'a game, and that's unforgive- 
able. Our ratings are from the point of view 
of someone who already owns World Cup. 

BW 
0O0P ME W S 

► A * a two player game it ha* some 
merit. But only if you don't have the 
original. 

► After Ike violent response to this 
game I shouldn't think anyone will 
make this sort of mistake again. 



EVE SPY 

Americana. CI .99 caw. joystick or kays 



Americana is the new budget label of US 
Gold but ts rather inaptly named in this 
case because the game was written by 
English Software. It's similar in many way to 
77i! iig on a Spring but has a sting in its tail 
where you have to solve a riddle to com- 
plete the game 

The main character is a bug eyed 
being (surely the most unlikely looking 
detective) who is given the task of finding 
which of seven men is a murderer. To find 
the guilty man he first has to gather eight 
HoGt from ■ eanptai ;: rw n t Tbese mm 
joined by corridors and shafts which Eye 
Spy navigates in a shuffling walk or by 
jumping over steps and obstacles. The 
rooms take the form of platform screens 
which ES has to gel around to collect (he 
safes that hold dues. 



SECOND OPINION 

Great music. Fun gameplay, bur ffle 
graphics are tin watchable Tltckery ' is 
putting it mildly - some screens 
judder so much you can hardly look at 
them. Shame, 'cos it's a nice garr>& 
otherwise. 

AW 



Not all the safes contain a clue and the 
ones that do change for each game, so most 
of them will ueually have io be visited. 
Guarding the sales arc various monsters in 
each room which sap fSS's energy when 
they touch him They move in patterns and 
can therefore be avoided with a little pract- 
ice However one room allows you to re^ 
nlenish energy and the Time limit that runs 
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► Basically a direct copy of Artie's 
World Cup, a fact which isn't made deal 
On the packs gin g. 

► The enhancements are very weak 
indeed. 

► The scrolling is Jerky and the 
animation poor. 

► The gameplay la frustrating and 
repetitive. 

► The presentation was only of interest 
before the World Cnp. 

► The jsme cost* £Z more now than it 
did a year ago. A shameful ripoff . 

GREEK SCREEN VIEW 
1 can only see red over litis one. 



AW 




I* i J tn'f jUSf 

tooligorif (her 

give football o 

bad nurne 




SNODGITS 

Sparklers, £1 .39 cass, joystick or keys 



It's a Isrtle unfortunate thai the instructions 
for the game are much more complicated 
than they need be and will probably con- 
fuse you no end before playing. Once you 
have played the game you'll realise hOW- 
stmple in fact it is. 



SECOND OPINION 
The graphics really take chunk mess 
too fur and the colour scheme's 
revolting, bat the gaiucplay ts 
certainly original and. entertaining. 
Ugly, but fun, 

AW 



ll takes place in one of live different 
mansions recorded separately on the tape. 
These all atari off with two floors and a 
number of rooms shown on screen in very 
big 3D graphics. It's ofien difficult lo Lell 
exactly whaf s going on and to control your 
character Benton the butter accurately but 




down. There are also a couple of instantly- 
deadly moms from which there is no es- 
cape if you get caught by fine or water. 

When all the clues axe obtained you 
can get a riddle, the answer to which 
reveals the murderer's identity, leaving 
you to return to the courtroom to complete 
the game. It won't take long to explore all 
the rooms but acme of them are quite 
difficult and will keep you going for a 
while. The graphics are very flickery but 
the boogie-woogie music ('Johnny be 
Good') IS excellent and plays throughout 
the game* May not take too long to crack 
but the murderer and riddle change each 
time so it's a lot of fun for only a Utile 
money 

BW 



GREEN SCREEN VIEW 
None, of those garish colours, but the 
flicker "s still just as bad. 

AW 
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► Excellent boogie-woogie music, 
i* Very easy to control and cute main 

<:h,ir.«:lt;r. 

►• Some tough screens on which to get 

safes. 

P- A tricky riddle at the end of things. 



BAD M E 

► Graphics are very flickery. 

** Not th*( many screens. 
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rite gome mop 01 
bottom Mt and 
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above the energ y 
and lime gauges 



this isn't much of a drawback. 

As the butler you have two tasks: to 
serve the Snodger family who live there, 
and to discover the culprits who have been 
stealing things from the house. A member 
of the family will ask for an object which 
you have to find and take to them. When 
you do this you get a chance lo solve a clue 
and identify a thief . Catching a snodgit will 
give you another crack at il if you got it 
wrong. 

Once three thieves have been caught 
you move into a bigger mansion in which io 
solve the crimes. The graphics are certain- 
iy big and bright, but don't really look very 
good The game is guile intriguing lo start 
with but once you've worked out what 
you're supposed to be doing there are a 
number of lingering frustrations that cause 
problems. 

BW 
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GREEN SCREEN VIEW 

A considerable improvement, as far as 
Fm concerned. 

AW 



W 



P- Different houses that get bigger for 
new games. 

•> Art intriguingly different game task. 
► Variety of arcade action and puzzling 



W 



k> Unnecessarily confusing Instructions. 
► The game could be simplified slightly 
to its own advantage. 
P- Graphics don't help the gameplay. 



GRAPHICS 



SOWCS 



GRAB FACTOR 



STAYING PDWEP 



AA RATING 




BUSTER BLOCK 

Kumd. £6 .35 c#ss, joy stick or fcftyS 



Remember an old arcade game called 
Pengo where you had to push blocks of ice 

around to kill creatures, Well this is a 
derivative that has far more complexity to it 
and a whacking 400 rooms to explore. The 
rooms are arranged as a large maze which 
you have to explore asid complete 26 levels 
of. 

Each room is constructed much like a 
screen from Pa.cm.an with corridors made 
up of blocks and inhabited by various 
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monsters, There ate emis from each screen 
thai lead to another and when you find the 
right one it twill take you through fo another. 
level of the game. However there are 
plenty of obstacles to overcome on the way 
because moat screens are very cluttered. 



SECOND OPINION 
A really fun game, with a surprising 
amount of depth to it, The graphics 
maybe weak, but the different kinds of 
block and monster moke for good 
compulsive gameplay. 

AW 



There are 16 types of block and 8 types 

of monster that appear in different sections. 
The blocks vary in their behaviour, which 
you'll need to recognise 10 survive long. 
Most of them can be pushed by your little 
bird-like character but behave differently 
afterwards. They travel at different speeds, 
bounce, crumble on impact with some- 
thing, and keep moving round comers. 
There's even a block that will teleport you 
to another pari of the game. 




Lot! of block: 
mongers lo push 
Grid pulp 



The monsters also have different char- 
acteristics of speed and movement, and 
feme can push blocks which you can't. All 
of them, can be flattened by a well timed 
push of a block but if you run into them it 
costs energy. Energy also slips away with 
time or by running into a block coming 
towards you but is replenished at the end of 
each level. 

The graphics are adequate with each 
level having a different colourful surround 
and the sound effects are in a similar and 
pleasing vein to the author's previous game 
fruity Frank. Ii r s not as addictive as i:a 
predecessor but there's Certainly a lot of 
screens to gel round and things to deal 
with. Fairly mindless but fun to race around 
for a while. 

BW 



GREEN SCREEN VIEW 

Perfectly playable. 



AW 
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► 400 screens to get through. 

► Plenty of variety in the blocks and 
monsters, 

i> Most screens a#e packed with action, 

► Quite addictive and mindless 
gameplay. 



D 
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► Screens become rather utntf after a 
while. 

► Not clear when or why one level ends 
and another begins. 



GRAPHICS 



SQNfCS 



GAA8 FACTOR 



STAYING PGWIH 



A A RATING 




62% '$$& 



CONTAMINATION 

PSS ERE. f9 M ca«. £14 SB disc, joyslrck or 



Interesting scenario, this, Sot in the future, 
the world is being swept by disease 
epidemics. You are in charge of eliminating 
the threat to mankind by controlling the 
contamination and developing and- viruses. 
The action occurs in two basic settings, 
a map of the world where you can examine 
the situation and decide on a course of 
action, and a laboratory where you can 
work on developing anti-viruses to deal 
with epidemics. The game begins with a 
single outbreak of disease somewhere in 
the world, but from ihore on you'll be 
fighting a battle against ever increasing 
odds 



SECOND OPINION 

Ten Out often for originality, but minus 
several million for gameplay, Aside 
from the standard 'assemble things m 
the correct order' pazxles, you just 
have to do the same things over and 
over again, Mechanical and boring. 

AW 



There are several ways of dealing with 
the initial outbreaks to try to buy time in 
which to develop the anti-virus. The two 
most suitable are a sanitised cordon or a 
terre brulee' (scorched earth policy) 
which will restrict the disease for a short 
time. Neither are popular with the local 
people but they're preferable to using the 
nuclear bomb option, which certainly 
wipes out die disease but takes the people 
and your j ob with it. 
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The Mr eat to Stie 
world from 
disease has begun 
willi on outbreak 
'if the for cost 



Once you've got an area temporarily 
under control you can take a sample back 
to the laboratory to work on it. You're 
presented with a view of the computer in 
the lab with a menu of six options on it. The 



BATMAN 

Ocean. C14.M disc. PCW 8256 85 U 



it's hard lo believe 9 know but chi* 
game has been converted lor the PCW 
machines, it's the first real arcade game to 
make the transition but others look set to 
follow the game path, and they'll have a lot 
to hvfc up to. 

The game is exactly the same as an the 
CPG machines, but naturally there are two 
big features about the machine that affect 
play. The first is the current lack of a 
joystick interface, although this may *oon 
bo remedied, and the second is that it has 
to be played on a green screen. Fortu- 
nately neither of these should detract much 
from the game because the fantastic puzzles 
and addictive action are «Ul there it's a 



SECOND OPINION 

Ariraiung stuff- one of Arnold's 
greatest games, now -showing on a 
Joyce ne^T you, Hear that sound, look 
at those graphics, marvel at the 
achievement 

AW 



shame to miss all those lovely colours but 
the screen design is sttti very attractive. 

F&r those of you who don't already 
know about the game it's a ISO screen 
arcade adventure in "isometric" 3D It stars 
just one of the dynamic duo as he searches 
the bat cave for four pieces of equipment 
and the mtti parts of the batmobiie, A full 
review appeared tit our rrtay issue fNo.0) 
and suffice :i to aay the game has Joat none 
of its appeal. Please note that the ratings 
we've given here; reflect on the capabilities 



first one you'll need to use is the one that 
identifies the virus. This shows the ele- 
ments m the vims (a chain of symbols}, its 
virulence, whether an anti-virus emsts and 
allows you to name it. 

The battle against tho epidemics is 
very much an Uphill One. Which to start with 
is very intriguing because of its original 
concept. However as you start being 
overwhelmed by disease and the map goes 
black with epidemic symbols the process of 
analysing and creating becomes repetitive 
and wearing, depressing even. There's a 
tough challenge there, but the game needs 
more variety. 

BW 



GREEN SCREEN VIEW 
Readable, play&bic and pretty 
forgettable. 



AW 
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> Highly original game concept. 

►* Creating and testing anti- viruses is 

absorbing. 

p* A tough one to do well at. 
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► Quickly becomes repetitive coping 
with epidemics in the same fashion. 
>■ There's little reward when you do get 
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of fee PCW'g and therefore the sound rat 
ing is tame for effort thin quality and the 
lack of colour graphic* doe* not detract 
(cos the rating . 

This may be the first arcade game for 
the PCW machines but it's certainly going 
to t« hard to beat fox quality in the future 



Indeed PCW owner* wiW have to be careful 
that they don't gel too hooked and forget 
what the machine was originally intended 
for. Far bom being the 'business-only' ma- 
chine in AmsiraoTs range the PCWi could 
join the CPC lange as being 'family' 
machine*. 

BW 




pe<f 
toder is o* 

in green as 

ever been 



*■ Over 150 locations, 

s* Beautifully designed screens with lota 

of variety . 

► Really wicked puzzles to solve. 
►*■ Nice touches of humanr. 

► The first arcade game for the FCW'b. 



* It'* a real sham* ii J a only in green 
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things right. 

** Lacks variety and depth to the action 
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Alligatfl. E8.9S cais. EH.95 disc for B12B. 
joystick or keys 



A game about a nuclear plant approaching 
a meltdown is rather badly timed in Ihe 
wake of the Chernobyl disaster a httle loo 
close for comfort. However that's jus! un- 
lucky (or perhaps lucky?) tuning for Al- 
ligata, who have tiled to do something 
different by having a special disc version at 
the game for the 6128 that sports digitised 
speech. 

Your job is to stop the reader melting 
down by getting through the throe, levels of 
the plant. Each level is composed of 64 
rooms in which you have to find sir com- 
puter terminals and play simple, but frus- 
trating. 'mini-games 1 to achieve code 
words that take you to the next level- 
Between levels 1 and 2, 2 and 3, and at the 



end Of 3 are further intermediate games. 

The 64 rooms on each level are shown 
in "isometric - 3D and are connected by 
sliding doors that open automatically when 
your character walks into them. Most rooms 
are full of hi-tech machines and furniture, 
but they don't look as good as the rooms m 
Get Dexter. The character you control 
walks by sliding his feet unnaturally along 
the Door and jumps by performing a very 
strangely animated somersault 



SECOND OPINION 

The main game is graphically very 
disappointing and the sub-games are 
just appalling. The otiiy thing that 
keeps you going is the incredible 
frustration of losing passwords, 
landing on robots' heads and the like. 
Do you realty need this kind of 
aggravation? 

AW 



In many rooms there are defence sy- 
stems that have to be dealt with or avoided: 
white suited men who will fire streams of 
bullets at you, hovering spaceships that do 
the same and mobile dustbins. They can be 
shot with your laser but are capable of 
reducing your shield to nothing 
themselves. 

Should you succeed in finding all your 
codes you can take a lift lo the Qrst inter- 




mediate game called 'The President's Brain 
is Missing'* where you collect bits of the 
brain from platform screens to allow access 
lo the next level. When you look at the 
package as a whole it's got some impress- 
ive qualifications 192 rooms, IS mini 




games, 3 intermediate games, good speech 
(612S only), reasonable multi-colour 
graphics and many other pmzles within the 
game itseUV Yet with all this it's still hard to 
work up much enthusiasm, The problem 
lies in the gamfrplay: the man is awkward to 
control a I times, death can come far too 
easily and ruin much hard work, and mini 
games can be frustrating and obscure. Most 
importantly of all is the fact that it may look 
an impressive package but when each part 
of it is examined separately they look very 
ordinary indeed. 

BW 

GREEN SCREEN VIEW 
fame of the sub-<taSTies are unplayable 
in greerj. But (httn some of them are 
unplayable in colour! 

AW 
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► 192 rooms en three levels- 

¥■ The intermediate games are a nice 
addition. 

► Good speech (or the 6128 venfon. 

► Plenty of depth and things to do. 
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► To get to many ofita features you'll 
have to play for hours/days. 

► Frustrating and difficult to start with. 

► A good package but the individual 
elements lack polish. 
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BLADERUNNER 

CRL, LB, 95 cass. joystick oi keys 



The film of the same name became some- 
thing of a cull, but the game has come too 
late to benefit much from that. Ii puts you in 
Harrison Ford's role of the bounty hunter 
trying to "retire' 24 rep lidroids from a maze 
of city streets. 
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The game is composed of two basic 
sections: an overhead view of the maze of 
dry streets where you locate the replid- 
raids, and a dose up street scene where 

you try to retire them by shooting them. On 
the map you just have to move your cursor 
through the streets and, place it over a 
replidioid. This reveals what type It is, one 
being the easiest and six the toughest to 
deal with. Pressing fire will take you to the 
second section. 



SECOND OPINION 

77ie music's great, but then si has to 
h0. The gameplay's mindless and the 
graphics are pretty weak, so die 
soundtrack sjust about all the game 
has going for it. 

AW 



Here you see a ship descend on the Lett 
of the screen and man wearing a Jong mac 
.ippears. The vievj is a aide on one of a 
street with a roadway in the foreground 
and a pavement above it and shopftonts 
above that. You can run left to right along 
(ha street which scrolls to keep you on the 
left of the screen. A scanner shows the 
droid ahead of you and you should eventu- 
ally catch him so that he appears ahead erf 
you. also luarung. 

Coming in the other direction are ped- 
estrians and cars, these knock you down if 
run into but one only loses you time while 
the other is fatal. The bounty hunter can be 



moved up and down the street as he runs 
and when level with the droid can shoot 
him. However the- droid may shoot back 
depending on its type and you risk hitting 
bystanders instead. 

The scrolling is nicely done and com- 
bined with the excellent soundtrack make 
quite compulsive action. The only problem 
is that it's all rather repetitive and simple, 
Fun for a while but probably won't keep 
yOU hooked for long. 

BW 




stands by his ship 
In a crowded city 
itre*t 
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i> Excellent soundtrack plays 

throughout the game. 

•* Nice street scrolling (even though its 

quite jerky) and animation. 

*■ Higher stage drcids are quite tough. 
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•> Action is repetitive and simple. 
► The map screens are pointless. 




TOBRUK 1942 

PSS. [9.95 cass, £14 95 disc, joystick or keys 



The masters of Amslrad wargaming are On 
the offensive again, this time with a re- 
creation o( me battle in North Africa m 
1942. It takes the same form as th£-ir previ- 
ous wargames in that it includes optional 
arcade sequences (or those that prefer 
them to straightforward strategy. 

The map on which the battle takes 
place is only one screen irt size and shows 
the axis and allied units, allied occupied 
cities, minefields and terrain . In a one 
player game you control the axis forces, 
while in a two player game each player 
controls one of the sides. !nei dentally, the 
program can be run using two Amstrads 
linked via the joystick ports using a special 
cable which PSS can supply - this means 
you can't see what your opponent is up to! 

Each day of the conDicl is dpi it into I wo 



BATTLEFIELD 
GERMANY 

CybeicDm Enterprises. [8 95 cass. £13,95 diss, 



Dedicated wargamers have had a fairly 
lean time on the Amstrad, with few good 
tides available except the PSS programs 
that make compromises to arcade games irt 
order to attract a wider market. However 
this simulation of a NATO-Warsaw Pact 
conflict in Europe is likely to appeal to out 
and out strategists and people looking for a 
little more complexity than in the PSS 
games. 



SECOND OPINION 

AH too often, computer wargames are 
poorly imp/em ented and weak on 
strategy. This &&me is neither - tt's 
well presented, has real depth and can 
really gel quite addictive, 

AW 



The battle takes place on a map of 
Europe split up into hexagons and streich- 
ing from the east of France to the west of 
Poland. The Nato and Pact forces initially 
face each other across the East' West Ger- 
man border where the fighting begins. The 
screen can, only show part of the whole map 
at once, but a miniaturised one in the top 
right of the screen shows the general distri 
bution of forces. 

The player can control either the Nato 
or Pact forces against the computer or 
another player* but a nuclear option is only 
available in the two player game. Each 
player has three phases to a turn; supply 
phase - to unit* within supply lines, nuclear 



phase where dangerous escalation can 
take place, and action phase - where units 
are moved and conventional attacks take 
place. 

Units have a number of factors affecting 
their ability including supply levei. combat 
strength, efficiency and fatigue. These 
need to be studied before attacking. Air 
support is also available but you need to 
allocate it carefully. The terrain affects 
movement and combat as 'well so that a lot 
of skill, organisation and strategic sense is 
needed to do welL 



The game lakes place over 6 or 12 
turns and takes a fair while to complete but 
con be saved. Victory is achieved through 
capturing enemy cities and towns to get 
victory points. The computer plays a good 
game as either Nato or Pact but as ever a 
human opponent will provide more surpr- 
ises and unpredictability, An excellent 
game for those who want some depth, 
strategy and tactics in a game. 

Please note that currently the game is 
only available direct from (he author at 
Cybercorrt Enterprises, 16 Eydon Drive, 
Merley, Wunherne, Dorset BH21 1TY, 
Let's hops? a distribution deal ie soon tied 
up as it's a good product. 

BW 
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SO thai units can move and attack twice 
during The 24 hours, After thai they can be 
resup plied and extra commands given. 
Each unit has ratings for infantry, artillery, 
armoured fighting vehicles, supply and 
mobility. These show its fighting power and 
distance it can travel. Units can be re- 
supplied with infantry, AFV's and supply 
when they are within supply lines but these 
usually aren't given in abundance. 



SECOND OPINION 
Quite a nice little waxganw. lean 't 
help feeling that those arcade 
sequences die a bit out of place, but 
then they are optional- 

AW 



A Unit can attack any adjacent enemy 

unit and once it does you can choose to take 
part in the arcade screen. The arcade 

sequence consists qi driving a tank ro 
destroy enemy machine guns, tanks and 
oases bases. You control the turret gun, 
machine gun and driving but also rpme 
under attack from the enemy forces. Your 
performance determines how well all the 
battles go. 

This is very much in the mould of PSS's 
previous wargames and has similar attrac- 
tion. The combination of strategy and 
arcade sequences works well, but leaves it 
short on depth for true strategists. The 
presentation is up to their high standards 
and the -isDhics and sound also round the 



game oft nicely. You may find it a little too 
similar to their previous war games but 
with the new setting and good arcade 
sequence it's still good value. 

BW 











GREEN SCREEN VIEW 
The overall map 's very difficult to use 

without colour. I'm afraid, 

AW 
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*- Good map layouts anil use of colour. 

► Always plenty of things to do and 
decisions to make. 

► A good strategic and tactical mind is 
needed 

► Well thought Out implementation that 
makes good use of the computer- . 
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► War games never do appeal to a mass 

market. 

I* You may think the sot ject matter 

unsuitable fox a game. 
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► Good mix of arcade game and 
wargame. 

► The arcade sequence is 'well done, 
t* The game can be played on two 
connected Amsttads far full two player 
effect. 

► Intelligent computer opponent. 
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► Not quite enough depth in the 
strategy. 

► Can't play the allied side against the 
computer. 



GREEN SCREEN VIEW 
No problems at all with this one 
got a green-screen option. 



its 
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Ocean. £8 96 cass, joystick or keys 



The science fiction TV series about reptiles 
invading the Earth in rubber suits that make 
them look human and severely impair their 
acting ability has appeared in computer 
form. The game takes place on the alien 
motheiship where Donovan, the hero of the 
TV series who has the smouldering, passio- 
nate intensity of a dead fish, has to plant 
explosive charges Lo destroy the ship. 



SECOND OPINION 
Running around 1 and solving puny 
p tizzies may appeal to you, bu t it really 
leaves me cold. The robots die pretty 

harmless and those nasty hamster- 
eating lizards don V even maice an 
appesiAiice. Very dull, 

AW 



The ship is composed of five 'planes', 
each one being split into 2S levels, and 
each level is split into sectors. On each 
plane there is a vjq! location, such as a 
nuclear reactor or computer, where 
Donovam has lo plant a bomb. There arc 
also laboratories where he can collect parts 




aliens. 

Donovan moves around the ship by 
running along seemingly endless, uniform 
corridors, and by using beamer pads lo 
move between floors. Everywhere there 
are alien robots of three varieties that try to 
stop Donovan. Surveillance robots report 
his position to the central computer, while 
maintenance and security robots are more 
dangerous because they can be run into. 
This gives Donovan an eleclric shock, too 
many of which and his heart will fail. How- 
ever the robots can be shot or jumped 
over, 

A 'commuruputer' can be used to 
overcome many of the problems. It will 
give information on the location of die 
various rooms, allow the planting of explos- 
ives, store the red dust Formula and break 
the codes on security doors. 

The ship graphics are nicely done but 
the robots lack variety and Donovan is 
disappointingly animated when he jujnp&- 
The gameplay is unimpressive, just consist- 
ing of a lot of running around with a very 
occasional pause to do something. The 
game really needs more puzzles and ad' 
venture elements to gel you hooked. 

BW 




Go take a running 

jump fn the 

tnelhenhtp/* 

corridors 



GREEN SCREEN VIEW 
Everything's visible, but still no lizards 

I'm afraid. 

AW 
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p- A tough exploration task in a large 

ship, 

► Interesting use of 'lizardise 1 language 

on communipu ter . 
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►• Very repetitive action just running 
around the ship. 

► Not much variety Or polish to the 
graphics and animation. 

► Vary little to do with the TV series, 

i* Not very rewarding even when you do 
get something right, 



GRAPHICS 



SONICS 



GRAB tACTuH 



STAVING POWER 



A A RATING 
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SAE COMBAT 

Mittorsoft. £8.95 eat*. £13.95 rfise. joystick Of 

keys 



1 bci you all thought you'd seen the back of 
combat games and badly bruised joystick 
hands . but creeping up on you from behind 
to deliver tho la feel deadly oriental blow is 
yet another one. It's a familiar story of two 
players viewed side on and in 2D, trying to 
beat the hell out of each other. 

The game set up and moves UQ ex- 
tremely reminiscent of Way of the Explod- 
ing Fiat, the major difference being in tho 
use of colour, animation and variety of 
backgrounds. The two protagonists are 
armed with more than just their fists, each 
clutching a deadly pole, and certainly 
Aren't interested in shaking hands before 
or after a fight, 



SECOND OPINION 
These gziries are all the same - work 
out one set of moves, And H'lt get you 
through practically the whole way. 
That's a shame because this one's welt 
animated, colourful, and very good of 
its kind. Just not a very good kind. 

AW 



Thoro are ten basic attacking moves 
using the polo and tho foot and a further six 
moves for avoiding attacks or just getting 
around. The use of them is almost exactly 
the same as for Fist, so thai players of that 
game should have no trouble settling down 
with this one, What is different are the 
number and sequence of opponents that 
you face. 

There are 16 levels to get through, 
eight belts from white to black and then 
eight dans from one to eight. On each level 
you have to knock down three opponents 
before moving onto the next level where 
the fighters are more skilled. You start each 
game with six lives, but after achieving a 
certain standard you can restart at that 
point with only three lives. 





tfj: jE 






Thi b-ew-lcgged, 
pok-fiitad, body 
butting fighter* 





During the fights a. hit is indicated with 
a noise and a graphic symbol, each strike 
reducing the fighter's energy. This is in- 
dicated by tho colouring on a dragon's 
head and the fighter will go down when this 
runs out. Some moves are more effective 
than others - the energy level drops ac- 
cordingly as does the score awarded, figh- 
ters will also react and fall differently in 
response to moves but the important thing 



is (hat they go down and not you. 

There's a two player mode for those 
who enjoy clubbing a friend. The computer 
will provide stiff opposition for quite some 
time but like all combat games he is ulti- 
mately predictable and once you've got his 
pattern worked out he's a goner. 

On balance it's a better game than Fist, 
but it's alflO a year after that daddy of 
combat games. The changing back- 
grounds, improved animation, sound and 
colour are all nice lo have but can't disgu- 
ise Hie almost identical gameplay to Fist. If 
you're new to combat games then take a 
look but otherwise forgot it, 

BW 



GREEN SCREEN VIEW 

You can see to fight, but the scenery 
isnt so pretty - always assuming 
you 've got the lime to admire it 
anyway, 

AW 
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► Nice animation and detail on the 

fighters, 

** 16 levels of difficulty, 

** Changing backgrounds, making a 



nice view. 



A 



1 



W 



► Very old, unoriginal gameplay. 

► Only worth getting if you haven't got 
Fist, W*y of the Tiger etc. 
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STAVING POWER 


61% 

64% 


A A RATING 



DISC 50 

Cascade Games, El 4.95 disc 



This is the disc version of Cascade's Cass- 
ette SO. which costs £9,95, and contains SO 
different games. As: you might expect they 
don't come up to much when looked at 
individually but. considering each one on 
the disc costs only 30 pence, that need not 
be too much of a drawback. 

There sre 35 games on each side of the 
disc which can be loaded from a starting 
menu. This is where the disc product really 
score over the cassette version because 
you don't have to fuss around trying to find 
a particular gome, and it will load in no 
time at all. 

Choosing which games to look at isn't 
easy but if you just work through them 
you're bound to come across a few that 
you'll like. Many of the names are more 
attractive than the games themselves, but it 
won't take you long to find out which ones. 

Obviously we can't tell you about all SO 
games but there are several that deserve 
note. There's a game of Backgammon that 
can be played aqainat the computer or 



another player* and a version of Otfieifo 
called Nemesis IV. Both computer oppo- 
nents play reasonably well but don't expect 
them to hold you up for long. 

Another game worth picking out is 
Dragona Maze which is a very large maze 
game which you can esplore. One which 



SECOND OPINION 

These games may sound like good 
value, bat at 30p a time a lot of them 
are seriously overpriced - even the 
very best would only moke mediocre 
budget titles, Rummaging through the 
titles in s&arsh ol something playable 
can be s lot of fun. but don '! expect to 
Imd anything amazing. 

AW 



caught my eye wag Trucking, a trading 
game which had, a nice line in hitchhikers. 
There are all sons of other games from the 
simple arcade variety to adventure games 
and strategy - some are even educational. 




Some of the games arc diabolical but 
with SO to choose from you're bound (o find 
some you'll like. It's only really worth 
buying for a new computer owner who 
wants to see a Jot of game* for little money, 
because you won't want to play most of the 
games more than once. Reasonable value 
but not likely to get anyone raving. 

BW 



GOOD H I W 

► 50 games at 30p each. 

P- Good games like Backgammon, 
Othello and Dragona Maze, 

► Very easy loading. 







W 



► Some really diabolical games, 

►* Only really suitable for a computer 
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Mastertronic's third big game of the month 
makes it a hat-trick for them - two xaves 
and a Master game. This one's reminiscent 
of Cylu but has a very special feature 
allowing you to redesign the whole layout 
of the game. It 1 a an ! isometric' 3D game 
(pause while bores the length and breadth 
of the country scream 'Knight Lore copy'), 
where a bubble headed character has to 
collect objects from a £36 Screen maze. 

The maze is a 16x16 grid of screens 
and hidden within it are 16 circuits (hat 
Molecule Man - that's you - has to find in 
order to oscapo in a toloportci. The twin 
problems you face are, that the maze is 
impassable in some places and has to be 
blown up, and that you need a continual 
supply of anti -radiation pills to prevent 
your death. 



SECOND OPINION 
/ thought Cylu was cheap, but this is 
only half the price. It's not quite as 
pretty. Ill admit and the g-ameplay 
isn V quite as varied either. Oil the 
other hand, the screen sue is larger 
and the game designer is a marvellous 
addition. Another Mastertrontc Have, 
and a well-dcscrved one. 

AW 



Sight from the start ot the game the 
radiation ts eating away at MM and to get 
those life saving pills you have to buy ihem 
from a dispenser. Corns found lying around 
the maze allow you to use a dispenser, but 
you'll need to be quick about finding them 
as the puis run out quite quickly. 

There are also dispensers that swap a 
coin for a bomb and these are also essential 
for completing the game. They allow you to 
blow holes in certain sections of the maze in 
order to get at a trapped circuit or coin, or 
just lo take a shortcut. The agonising deci- 
sion is whether lo buy a bomb and com- 
plete a bit more of the game or to buy more 
piils to live a little longer and explore 4 bit 
mora. 

Some sections of the scenery can't be 
blown up, the distinction between types of 
scenery only being discovered by trial and 
error. The need for economy and spaed in 
everything makes the game tough in its 
original form which needs mapping if 
you're going to get far. However you can 
find an easier way out by using the handy 
screen design facility that comes as a sepa- 
rate program on the tape. 

This program allows you either to edit 
the existing game screens or create 2BG 
new ones of your own. You can use any of 
42 different objects in the construction, but 
the game will always be completed by 
collecting 16 circuits and getting to (he 
transporter pad. The designer program is 
very easy to use and of course allows you 



to gave your creations. It adds that some- 
thing extra that will keep you with the game 
for longer than usual. 

The graphics are disappointing 
because each screen is only one colour, but 
the objects are quite well designed. De- 
spiEe not looking that hot, the testing game- 
play of the original layout and the ability to 
design your own screens make this a really 
worthwhile buy at only £1 .95. 

BW 




On* of Hi» 1 6 
elreuftf ttiql hove 
lo be collected 




rrtOChlne s^lli 
bomb:: to bjpw 
holes 'm ff*e 





: rai vending 
to tefep 



0REEBT SCREEN VIEW 
Some screens can be a bit murky, but 
nothing serious. Otherwise, there isn't 
a whole lot of difference. 
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P- 25S screens is a lot, 

► The original layout is good and 
provides a tough game. 

► Exploration and panic gameplay are 
addictive. 

► Maze design adds a lot to the life of 
the game. 

► The price! 



B 
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► All screens are a single colour. 

► Rather unoriginal game concept. 



GRAPHICS 



GRABfACrGR 



STAVING POWER 



A A RATING 
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5fi% 

84Va 
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Expect the 

unexpected and 

FIGHT for your LIFE 

in this all-action 

arcade chart-topper 

Master the ten moves 

and you may just 

survive the deadly 

exponents of the 

martial arts only to 

meet them again in 

the Temple, You must 

beware of your 

enemies and their 

individual 
^apons . , . they'- 
not immortal but t 
neither are . 




SPECTRUM 
COMMODORE 64 

£&95 

AMSTRAD 
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Mikie — he enrages 

the teaches and 
enraptures the girls! 
His knock-out frantic 

fun loving plays 

havoc in the 

classroom, the locker 

room and the 
cafeteria. This high 

school high-jinx 
features "Hip-Zap", 

'Door Attack' and 
crazy pie fights but 
can he hand his I 
letter to his girlf rien 




SPECTRUM 

£7,95 

COMMODORES 



MSTRAD 






If you think you c 8 
talk your way ou* ' 
trouble, beware 
youmaybetalkf 1 
you way into it* 
nteracfive bubl 1 ^ 
speech adds £ 
further dimensio^ 
the superb 3L^ 
graphics of th£ 
arcade style thrif 
adventure. 
Gangsters of tr!* 
underworld arl 
sizing you up fcf 
. There is oni 
ho can help if 
can find h< 



SPECTRU 

£7.95 
£8.95 

MSTRAD 








^ Imagine Software f 19841 Limited 
" 6 Central Street Manchester M2 5NS 
Tel: 06 i 6343939 Telex: 669977 
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Play head to head or 

against the computer 

in this, Konami's first 

and best table tennis 

simulation. Just like 

the arcade originaf 

the 3D graphics and 

laying features such 

as the Back-Spin, 

Forehand Smash, 

bp-Spin, Sack-Hand 

Return and many 

more all help to test 

your lightning 
reflexes and skill 
uchandtimi 
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SPECTRUM 

£7.95 

COMMODORE 64 

5*95 
AMSTRAD 
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| Play Green Beret and 
you'll get some idea 
of what this crack 
commando core is all 
about. You are a 
highly trained 
combat machine, you 
fear no man. You 
must succeed 
against 
^measurable odds 
to infiltrate all four 
enemy strategic 
defence installati 
You are a mar 
man . . . will yo 
enemy feel yo 
mark! 





SPECTRUM 

£7.95 

COMMODORE 64 
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\ I IMAGINATION! 



Screen shots taken from various computer formats 



■Illll! THE ULTIMATE UTILITY FOR YOUR COMPUTER 






zS 



NO EXTRA HARDWARE 
REQUIRED 



AS REVIEWED ON 

BBC TV 




THE RECENTLY RELEASED BBC MICRO 
VERSION MAS BEEN GREETED WITH 
ACCLAIM AND INCWDUltTrV- 



A1 lost, speech syntrtesis o* o price you 
can afford. SPEECH! works entirely in 
software raking up less tnan 9K ol RAM: no 
extra hardware whatsoever is required. 
Unlike other systems, SPEECH! has an 
unlimited vocabulary: II will say anything 
you want It to. and Is simplicity Itself to use. 
Simply type in: 'SAY I AM A TALKING 
COMPUTES, AS EASY TO USE AS12J... 
and the computer speaks, 

SPEECH! has a built-in parser which 
translates English words Into "phonemes'*, of 
speech particles. There are 49 phonemes 
and 8 d liferent pitch sett! ngs wh i ch can be 
used directly by the "SPEAK command {eg. 
■ SPEAK/ HEH4LOW4) so stress or JrctorvoHon con 
easily be added wherever desired, tou can 
change the overall pitch w!th the * PfTCH 
command, 

Every copy of SPEECHI comes complete with 
extra software: 

DEMO —shows off all the features, 
SPELL — an I nncvatl ve ed uoatlona I 

program, 
SAYFILE — speaks the lines ot your programs. 

Applications in: 

• gomes 

• education 

• business 

• utilities 
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SUPERIOR 
SOflUlflftC 



Limited 



■ — 




REVIEWS ON BBC -1 AND BBC -2 TV 



Saturday Superstore (BBC-1) 

Th is is knockout! This Is great! . . . Wonderf u 1 1 

Very, very clever." . . . Fred Harris 

Micro Live (SBC-2) 

"Rea I ly good vol uet" . . . Joh n Co! I 



REVIEWS IN THE COMPUTER PRESS 



"The reproduction is suprlsingly good, and 
certainly on o par wilh some ot the more 
expensive speech interfaces I have heard, 
An excellent low cost speech synthesiser 
that really is very good value tor 
money" -..ACORN USER 

Z. . .incredibly easy ro use The end resutlls as 
good as anything I've heard this side ot the 
Amiga '..POPULAR COMPUTING WEEKLY 

"Overall on excellent package" . . . 
MICRONETB00 

"This Is one utility which cannot be beaten 
on qua Hty or price" ... The MICRO USER. 

"SPEECH! from Superior Software is o truly 
remarkable ottering. A rare gem indeed. 
Superior Software has produced a price 

breakthrough by achieving an apparent 
technical impossibility," - A & B 
COMPUTING, 




24 HOUR TELEPHONE 
ANSWERING SERVICE FOR ORDERS 



aUSOUARANTB 
Allmoilotdertar* 
Cespcicrwt 41 thl n 24 

hours by liret-ctaii post. 
ftjitoge and pocking It 
tree. 

Fa-jity cassettes and 
discs will be replaced 
Immediately. 



Dept. SP8, Regent House, Skinner bane, Leeds LS7 1 AX. Telephone: 0532 459453 
HIE PHY TOP ROYALTIES FOR HIGH QUALITY SOFTWARE 




MAX HEADROOM 

QiiiehsilvaAtflus. Piess, £9.95 cs&s. joystick m 
keys 



TV's stuttering megastar is ideally suited to 
appear in a computer game - well he is 
computer germ rated after all- Bui he 
doesn't actually crop up (hough until the 
end of this one because your task as Edison 
Carter the TV reporter is to rescue him 
from the clutches of Network 23. The game 
is based on the original TV play, in which 
Max is created, and draws heavily on the 
scenes involving the lifts in the Network 23 
building. 



D 



W 
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SE GO ND OPINION 
Really very dull indeed. The puzzling 
is rrivja/. the graphics are weakxnd all 
the floors are the same. Why do all the 
great licensing deals produce lousy 
games? 

AW 



The screen is split into three .irons- the 
sides are occupied by eight icon menu*, 
the bottom third of the screen is An update 
panel and the main central part of the 
screen is where the action is. This is where 
the building, rooms and puzzles arc shown 
as you move through the game. The fust 
task is 10 get into the top 11 'executive* 
levels of the building by forming the letter 
£ on a digital display.. One mistake on this 
screen and the lift can be sciu out of control 
to any of the 21 1 floors. 

Once on the executive level you have 
id find the four codes that will gel you into 
the president's level and then the code to 
the lab where Max is being kept. Each floor 
is accessed by the digital readout screen 
and once there, a number of icons can be 
used, Using these you can access the lifts, 
gain control of the doors on a floor, check 
the floor using security cameras, restore 
your energy and search rooms. 

Once you've gained control of a level 
the offices on it can be searched for codes 
but you'll be constantly harassed by secur- 
ity robots and the even more deadly 
Breugel and Mahler, Those sap energy if 
they touch or shoot you and cannot be 
disposed of. just avoided. 

The graphics for the floors are very 
simple and the main stick figure does not 
look very impressive, but the sound effects 
and nines throughout the game are very 
effective. The game is basically just a mat- 
ter of running around searching rooms and 
trying to stay alive. This doesn't make for 
particularly thrilling action but may still 
present a tough challenge. 

BW 



GREEN SCREEN VIEW 
Everything 's visible ii you can keep 
your eyes open, thins 

AW 



W 3 



*■ Good sound throughout the game. 

►* Nice use of icons for control. 

■»> The action is always demanding. 



► Not very Impressive graphically. 
►■ Cameplay is mostly just running 
around searching aimlessly, 
■*■ Max and the M-m-m -max -type speech 
promised on the packaging, don't appear 
unless you can complete the game. 



GRAPHICS 



SONICS 



GRAB FACTOR 



STAYING POWER 



A A RATING 





Edfson Corier 
tl*ps out of a irft 
end wveyi one of 

the fleou of th* 
Nttwofk 23 

builfJinQ 



DOCTOR WHO AND 
THE MINES OF 
TERROR 

Micro Power, £11 .96 cass, key^ only 



The classic BBC TV program that first ap- 
peared over 23 years ago has made it onto 
the Amstrad after several months wait. The 
Doctor has to prevent Ihe mining of heato- 
nile on a moon, recover plans for a Time 
Instant Replay Unit and stop a TIRU being 



SECOND OPINION 
Graphically dismal, expensive and 
Mrly limited tit g&meptay terms. 
Another great merchandising idea 
goes down the tubes. 



AW 



The game has plenty of background 
information in the scenario that may help 
you in the game and makes entertaining 
reading anyway. The game itself starts with 
(he Doctor in the middle of a very garish 
cave complex, standing next to the Tardis 
vnih the splinx' next to him. The splmx 
looks just like a cat but is a handy mechan- 
ical helper, just like K9 was on TV. 

The Doctor can carry objects around 
which he can use - one early one is a 
pickaxe for breaking through a rock wail. U 
he isn't going to use them they can be 
stored away in one of his pockets. The 
splinx can also be used lo pick things up 
and carry them, and this can often be of 



considerable advantage because it is unaf- 
fected by some things that are deadly to the 
Doctor. 

The splinx has a list of commands like 
'follow' and 'return' that will get him to Ihe 
Doctor, but you've got to conserve its 
energy and recharge it occasionally. The 
only problem with the splinx is that it won't 
go up or down ladders or fall off platform 
edges So that you'll have to carry it around 
to some places. 

The mines are inhabited by some nasty 
creatures which kill the Doctor on contact, 
using up one of his regenerations. The 
nastiest of these are the robot guards who 
get 3 lot of characteristics from Daleks. 

The graphics leave a lot to be desired 
with the Doctor flickering very badly, and 

die cave and other graphics being Tory 
garish. The tasks the Doc has to complete 
can be quite complicated, especially when 
involving the splinx, so it will give you 
plenty to puzzle over and explore if you 
can put up with the nasty display. 

BW 



C RCEN SCREEN VIEW 
Garish no, flickeiy ye*. 



AW 



W 5 



a* Nice use of splinx to do jobs for yon. 

► Doc's tasks are quite complicated and 

will need some puzzling. 

•• Nicely presented with interesting 

Instructions, 

p- Quite a large and varied playing area. 
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► Very flickery and garish graphics, 
a* May take a deal of effort and time to 
get fair with the game, 
a* Overpriced, 
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MONSTERS OF MURDAC 

Global Software, £3.95 cam, CPC 464/664/6128 

Global Software seem to have had more than [heir fair share of 
notice in this column recently, but the fact is that they are 
committed to releasing adventures on a regular basis and 
already have the Fourmosi collection. Beerhunrer, and OJd 
Scores to their credit. Muidac was originally to be released by 
Artisoft but somehow it never saw the light of day. At first 
glance, it's not hard to see why - this is a text-only game of a 
rather old-fashioned nature where you trundle around under- 
ground solving puzzles and collecting valuable items. 

In addition to the treasure-gathering routine, you'll also be 
posed a rather tricky challenge by one of the characters you 
meel, who seems to have mislaid his daughter. Finding her isn't 
Murdac doesn't impress much at first play, but it grew on me. 
The parser isn't up to much and tends to object to anything 
other than two-word input. What's more (horror horror) it 
doesn't understand EXAMINE, so object descriptions are some- 
what limited. Moat of the challenge in the game is therefore 
concerned not with finding objects but with matching the right 
object with the right puzzle. 

After I'd been playing for a couple of hours, however, the 
crude parser ceased to trouble me overmuch. The game is 
nicely put together, the. location descriptions are evocative and 
original, and the puzzles range satisfymgly from the easy (and 
therefore encouraging) to (he difficult (and therefore 
compelling). 

The only thing I'm not sure about is value for money - it 
costs the same as Old Scores- reviewed below and definitely a 
game in a different class altogether. I certainly enjoyed my 
struggle with the Monsters of Mm dak. but I didn't finish the 
game and am unsure how many secrets there were still to be 
uncovered - Global didn't know either. So there is just the 
teensiesl question mark here - the Pilg is inclined to think that 
£7.93 is a bit on the steep side these days for a traditional 
treasure-collecting romp like this one. 

OLD SCORES 

Global Software, £7.95 cass, CPC 464/664/61 ZB 

This game must take the prize for being the 'most previewed 
adventure of 19BS' - at least as far as this column is concerned. 
When I first saw a pre-prod version 1 was immensely impressed 




and have anxiously awaited its release ever since. 

Old Scores is set on London's South Bank, home of the 
National Theatre, the Queen Elizabeth Hall, the National film 
Theatre and other culture- vulture retreats. As an out-of-work 
private eye in the company of your friend Mile* Archer you 
endeavour -o solve a series of mysterious crimes involving the 
theft of various objets d'azr. 

The title of the game is related to one of the crimes, which 
involves the disappearance of an original Mozart manuscript, 
and the game also features some very attractive music by the 
aforementioned composer. If all this makes you think that the 
game must be ridiculously high-brow and arty then don't 
despair - the program also has a healthy sense of humour and 
beneath the veneer of culture lie the bones of an excellent 
adventure. 

The game is very hard to map because it follows closely the 
layout of the real South Bank, which as any visitor will know is 
hideously complex, riddled with walkways, staircases, foot- 
bridges, and service roads. The action therefore takes place on 
several different physical levels and almost all locations present 
a baffling choice of exits that, while true to life, can be a bit 
daunting for someone intent on mapping the game. 

This has an important effect on the feel of the adventure, 
and for a while you'll find yourself straggling to find your way 
around. However the Filg began (for once) to actually ENJOY 
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the feeling of being losl 
and then, once I settled down, the sense 
of achievement at getting my bearings was all the greater. 

The game is extremely woll- presented on-screen. There is 
an attractive graphic representation of the nearest landmark at 
the lop right of the display with the its name on the left and, on 
the bottom half of the screen, an area for scrolling location 
descriptions and messages. 

Typing MODE dips the bottom half between 40 and 80 
golumn displays - a real boon fox all users Since 80 columns is ■ 
far easier on the eye if you have a green-screen monitor, and of 
course 40 are best for colour screens. Why can'i all adventures 
give us this option? 

Other good points about the game are numbered SAVEb, 
so thai you can have up to nine positions to LOAD from, and an 
excellent real-time element. Every ae- often the message Time 
Passes' flashes up on the screen, but for once this isn't mere 
window-dressing. For example, al one stage of the game you 
need to steal something, and unless you litre the scene of the 
crime as quickly as possible, rushing through the adjacent 
locations without stopping, the police will catch you and the 
game ends 1 don't believe I've ever seen time used in quite that 
fashion before in a game, and it adds to the realism of the 
adventure quite substantially. 




The realism of the game also shows up in the detail of the 
plot and the logic behind it. For example, there's a photo-booth 
near the atari which only takes SOp bits. You have eight pounds 
but no change, but if you do something like buy a paper you 
will receive the correct change for the machine. All the objects 
and disguises you require io solve the game are quite down-to- 
earth - though finding them may be difficult. 

In fact the game does require considerable commitment 
from its player. Numerous EAVEs are necessary because it is 
possible to ruin your chances at various points by either doing 
things the wrong way or doing them in the wrong order. For the 
most part, however, when you land in the soup it's because 
you've done something which, if you were on the real South 
Bank, would have had the same effect. The adventure demands 
that you pUicu yourself as far as is possible in the real-world. I'm 
tempted to in ink that this is a very good thing, but the fact is thai 



some adventurers prefer 
Io dabble in un-real worlds - if you're 
one of them then Old Scores might not be entirely to your taste. 

My only disappointment with regard to Old Scores was the 
parser. It's perfectly adequate and can cope with some quite 
complex inputs, but it isn't very tolerant of synonyms. So if 
you're beside a man selling the Evening Standard, BUY PAPER 
will not succeed - you have to BUY STANDARD and there are 
numerous other examples, f don't think it's that (he parser is 
particularly poor, just that the game is otherwise of such a high 
standard that it leads you to expect miracles every lime you 
press the ENTER key. 

Old Scares is well-thought out, lovely to look at (and listen 
to}, and very absorbing to play. It certainly earns an entry in the 
Pilg's Personal Top Ten, and at £7*95 belongs in the collection of 
all discerning adventurers. 

Getting Stuck Into MUD... 



MUD hain't received much atten- 
tion from the Pilgrim until now. 
The reason is quite slmpJe - I've 
never been able to afford to 
play irl Now BT have finally 
allowed me ten hours art 'he 
system so that I eon report to you 
oil on my findings, and (they 
hope) entourage p-ou ro- enter the 
world of on-line games. 

Since iVe been so quiet on 
the subject in the past, perhaps 
it's as well jgji to recap quickly 
who* MUf> !*. Ihe Multi-User Dun- 
geon is o program, written In 
about 60000 lines of Pascal 
source code, ifiot runs on o suit- 
able (VAX or DEC) minicomputer. 
Since these items weigh In at 
about £50,000 second-hand, 
you're unlikely to find mony 
people setting up MUD gomes in 
their 1 living room. What's needed 
- and what's happened - Is that 
a number of larger corporations 
have licensed rhe software, pur- 
chased the hardware, and now 
charge people like you and me 
on a per-hour basis for hooking 
up to it. 

This hooking-up bit h the 
biggest barrier rs~playing MUO. 
You'll need o 'phone and a 
modem plus suitable software 
(see box}. To play properly you'll 
also need a user ID and a 
password which you only get by 
taking out a subscription with BT. 
However they do have a speciol 
system that enables non- 
subscribers to try out the System 
free of chorge for ten minutes at 
a time (see box for detail*). 

All this costs money (let's get 
the bod news out of me way first) 
and I'm afraid we ore talking 
rather large sums here. &T's 
charging system is based on 
tokens and each token will give 
you six minutes of playing time. 



The more tokens you buy at once 
the cheaper they get, but the 
bottom line Is that if you buy ih 
minimum quantity (SO) it'll cost 
you £10.00, which works out at a 
charge for playing of exactly 
£2,00 per hour. 

On the other hand, IF you're 
ambitious and wealthy, you could 
go to the other extreme and 
splash out on 1 500 tokens, cost- 
ing you £150.00, which halves 
the price to £1 ,00 per hour. 

That, however, is only me 
connection chorge. To that you 
have la add your 'phone bill, 
which on a local call is going to 
work out at about A Op per hour - 
and a Fot mare if you're calling 
from further afield. 

So what da you get for your 
money? Well, you get a vast 
adventure, constantly changing 
as the authors add new bits and 
remove the less papular ones. 
There are currently about 750 
locations (not including mazes) to 
explore and the BT hardware 
setup allows up to fifty people to 
play simultaneously — though 
while I was playing there were 
rarely more than, ten others on- 
line at once. 

The aim of the game Is to 
amass os many points as passible 
and thereby to improve your 
social standing with other 
players, The bottom rank (tram 
naught to 200 points) carries the 
title of Novice, the lop (204,800 
points and above) the honorific 
Wizard. Wizards have almost 
limitless power in the game. They 
con wield over 60 spells, loom 
around the countryside doing 
practically anything they take a 
fancy to, and generally lord it 
over everyone else. 

Points are gained In three 
ways - they may come as re- 
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ONLY THE BRAVEST FLY ... 





M/ii fiWi 



AMSTRAD 

464.664,6128, 

COLOUR OR GREEN SCREEN 

TOMAHAWK - a stunningly 
realistic flight simulation that 
puts you in command of an 
Apache Advanced Attack 
helicopter. Flying low over a 
spectacular 3D real world 
display with over 7000 ground 
features -TOMAHAWK puis 
you in (he hot seat. 

Ground allack and air-to-air 
interception is the challenge - 
day or night m th& thick of the 
battle held Yourcombai mission 
is 1o locale and destroy enemy 
ground forces II could ho 
science liction - w isn't - the; 
Apache is for real ... the 
meanest, deadliest combat 
helicopter ever. 
You have the weapons, the 
machine .. . climb in and prepare 
for take off! 



BY D.K. MARSHALL 

ADAPTED BY OARRELL D. 

Cassette9.9S Disk 14.95 

Spectacular 3D cockpit view 

with over 7000 ground features 

Authentic acrobatic 

performance 

Ground attack and air-to-air 

interception, with laser guided 

missiles, rochets and 30mm 

gun 

Doppier navigation and target 

Irackmg 

Day/ Nig hi vision systems 

Cloudy, Crosswlnds, 

Turbulence 

Pilot ratings - Trainee to Ace 

Impressive sound effects 

Pilots Notes 




ONLY ACES SURVIVE IN ... 



\ JL.I.-L 



Lr It^^'teJfc 




464,664,6128. 

COLOUR OR GREEN SCREEN 

NIGHT GUNNER -The 
amazing air battle scenario 



limit - guns blazing, enemy 
fighters attack from ait 



sorties and there's still the 
flight back home. 




BY R J. SWIFT 

ADAPTED BY TIM MOORE 
Cassette 7.95 Disk 13,95 

NIGHT GUNNER is an action 
packed arcade game based 
upon a Second World War 

cr^onarin VmiarethRfiunnor 



and bomb aimer whose lask is 
to defend your plane against 
enemy attack and destroy (hi 
ground forces in each ol the 
challenging missions, The 
rewards are high for the expert 
marksman, but beware! The 
battle becomes tougher with 
each new mission. 

■ 30 ground attack missions 

■ Realistic 3D effects 
Explosive sound 
1 or 2 players each with 4 
levels of difficulty 
High score table with medals 
Serf demonstrating title page 
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Night Gunner 
Night Gunner Disk 
Tomahawk 
Tomahawk Disk 
Fighter Pilot 
Fighter Pilot Disk 
ATARI 

Fighter Pilot Disk 
Fighler Pilot 



D £7.95 
D £13.95 
D £995 
DE14 95 
D £8.95 
D £13,95 

□ £12 95 
D £9.95 



SPECTRUM 

Night Gunner 48K D 
Tomahawk 48/1 28 K □ 

Fighter Pilot 48 K □ 
COMMODORE 64 
Speed King Disk 

Speed King D 

Fighter Pilot Disk Q 

Fighter Pilot □ 



£8.95 
£9,95 
£7,95 

£12,95 
£9.95 

£14.95 
£9.95 



VAT and p,&p . inclusive with in UK 
(overseas tnc, Sbp per cassette ) 

T«#S*I#* 



PfeasaserxHD QIQITAL 

INTEGRATION 



Watehmoor Trade Centre. 
Waichmoor Road. 



Please debit my AccessvYfSa card n-j 
I 




Expiry date — 

Cheques made payable Id Digital inleg/alion Lid 
I enclose a cftequeJP-O- tor Total 



Trade and Export enquiries 
wBxomt. Lifetime Guarantee. 



Name, 



Address 



ward* for certain actions (solving 
puzzles or perhaps helping other 
players), or as a result of finding 
treasure, or from success in 
fighting, 

It's this tost bit (hat really 
gives MUD Hi flavour. Imagine 
wandering around in on adven- 
ture game when every so often 
up crops a Mother character, con- 
trolled by another player on the 
end of anaiher phone, who sees 
you as yet another possibility for 
earning more points, Usually, he. 
(or she} will decide to give you a 
good thrashing. Players in MUD 
are generally stupkious of each 
other and sometimes downright 
hostile — though you'll find Hie 
wizards tend to be a friendly lot 
(after all, they've noming to lose 



ogaimt them!). 

Again - just to put things In 
perspective — it's generally reo 
kerned thai to become a Wizard 
you'll have to put in about 1 20 
hours of "intelligent, dedicated, 
and intensive" ploying. Thai's 
going to cost you a fair whack, 
though BT argue (reasonably 
enough, I suppose) that as an 
interactive pastime the game 
compares very Favourably with 
cinema or theatre* 



The number of commands 
available to you in MUD is fairly 
limited when compared to, say, a 
Level a game. However the Hit is 
added to and amended frequ- 
ently and you'll find mot the 
Commands Ihot are available are 
more than sufficient to allow you 
full scope for self- ex press ion. My 
favourlt Is the SHOUT command 
which broadcasts your message 
to everyone In me game - hut 
anonymously, $o while you're 
playing messages will occasion- 
ally flash up an the screen saying 
"A female voice in the distance 
shouts "What do I do with the 
small purple worm"', which may 
or may not elicit answering 
'shouts' from other players. 

One problem with public 00- 
c*sf games; like mis one is that of 
bad behaviour. It may seem very 
clever to shout rude words all the 
time, but in MUD il will almost 
certainly get you into deep tro- 
uble. Quite opart from there 
being lows (real laws, 1 mean - 
not ones En the game) about 
being rude or offensive on-line, 
there are also Arch -Wizards who 
are much more effective. The 
Arch-Wizards are a bond of 
very powerful beings who get 
their MIJD accounts paid for and 



MUD Hook-Up 
Detail* 

You'll ***i * 124Q/75 en 3QQ/3Q0 baud mo4*m Ui4 *otiw»t* to jive ynn B- 
bH. net parity, ono Hop-bit. Aimed fcU UM *tipi|*ni/ccmms packjujnn 
ivtOtbl* Cm 111* ftmitnd will til ihe bill, bin if you're onMrtath eJrteJt 
with the nppUan. 

it MrtTD It WWMl *» 01 »t H» flBMtfTS) « 41 *K I4« (*»/«*)- 
r,T«fl If y#tt «tog'l >*#*• *» »cco*nl yen c*n loj oti t#t I4B min»lM u 
qt»lh <jFi*l«4i«! Lt* Ihihij, lutd th#n a iroa'i* iropr *»*■"! yaa can >aad 
Opftif V fnU »oi»crlprten 

To tog an ai a |wait. amor MTOGtfEST wh»n »tk*d fa* a owraunt 
M,d 0dt« PROSPECT when aakad (ex ■ p«i»woid. Van will tn aulomati- 
en\iy Legged aatallai I*d mi-nuiim 

Hart th* c<mvm*ndi *l yotif dlapaaaL 

fiRop jahfact) 

OtTJlfeljJairl} (cTC»hirt) 

lata 
DtewtRT 

Inventory {ajayar) - iirts another p]«y«rf pOKwmtuw 
KUL (cifaatKuraj Cnbjam) 
LEVELS ■■ lilt* playsr levels 

Look tronUincr) de«Tib*i oOAlattteit M il yw* W»ra Uukl* it 

Leek {ctMtoxt) 

l«e*k (r*»im) (<a*a**»»5 [(fooled atrlag) 

J » "Wirt *j* yos" - *and# mwMcje. ut quofei to )at 

rtfJ loiSjuL-i) (L(inia(a*i> 

REhforw (ebjecrt) (sobUImi) 

SC**» 

SH*mt (qweled thing) muwWge Itlit Kt ill (mjonymo wcly ) 

STcal (eb|«e11 (playtrMifaOtad ftttnf i- HbMMtge aom to all in Mm* ti»m> 

DIE (object - «Je«i weapon i*r carnuM ttghtt 

WHO noma* »5J currant planar* 



can wield 
some very impressive 
spells indeed. They'll often help 
you If you're in trouble, bur they'll 
alio give you hell if you step out 
of line- - even to the point of 
cancelling your subscription. Thau 
hast been warned. 

It's very difficult to convey 
on paper the f ■eeting of ploying 
MU"D. It really is extremely excit- 
ing, though somewhat intimidat- 
ing at first, to communicate |in 
real time) and to engage in com- 
bat with one's fellow men and 
women. You can moke some 
friends for life in MUD - though 
life, let's face it, may not lost very 



long. The only real drawback 
with the system at present (apart 
from cost) fs the response time. 
Sometimes you can spend on 
awful lot of money just waiting 
for your input to be processed by 
the computer ond for your next 
prompt to appear. BT ore wor- 
king on this one, however, ond 
the situation does seem to be 
Improving. 

Next month the Cowled 
Crusader will give you on Insight 
into the way Magk works In 
MUD, and on introduction to 
some of the people who wield if. 
We'll also be printing an actual 
sequence from the gome so you 
can really get the feel for it. See 
you then - if we haven't met in 
MUD in the meantime! 



SPY TREK 

Americana, £1.99 casts, CPC 464/664/61 ZS 

This is the brat game I've seen on the new budget label from US 
Gold and it's certainly worth £1.99. 1 was a bit shocked when I 



(unless I'm a very stupid Pilg okay, okay [ heard that) written 
using GAC and must therefore be the first example I've seen of 
a major software house using a utility like thai for a budget 
label. I'm suprised people don't do it more often. 

Spy Trek isn't too bad a game, The graphics are fine and 
make good use of GACs. powerful drawing features. The vocab 
isn't enormous but the authors have sensibly highlighted 
important phrases in object descriptions by using capital 
letters. So as a basic rule, if it's in capitals you can do something 
with it. 

The puzzles range from the ludicrously easy to the infuriat- 
ingly difficult as you attempt to rescue some plan* from their 
European hiding place. All pretty conventional spy stuff here 
and few surprises, though one or two of the locations are quite 
original and there is a light-hear led vein of humour throughout 
the program. 

My only grouse is that in using GAC the authors didn't pay 
enough attention to overcoming that annoying feature whereby 
valuable text is sometimes scrolled off the screen before you 
can read it. 1 also failed to note any mention of GAC on the 
package. 1 can't help feeling that the label Americana is a bit 
misleading - this game seems as English as they come. Anyway, 
at £] ,99 who cares about nationality? This game isn't going to 
rock the earth, nor is il going to keep you up for night after 
night, but il should give moat Pilgs a good trek for their hard- 
earned nickels- 




Ve*+ «**ti 

E3fc* driver of th* M&aiii^ 
t,e+v*i toward & !|o«. His fac 
jt-rw*". iw frgnt of »je 

Cm llM frJaftH*8¥Lv 



car- turns. 

turns whi 
mow- r.*r \ CTM 



you're in 



far fin 



ifjothrr 
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Monsters of Murdac 
Old Scores 
Spy Tiek 
MUD 



Atmosphere Interaction Challenge AA-Ratmg 

72% 65% 77% 75% 

90% 30% B9% 89% 

69% 58% 65% 69% 

96% 95% 98% Pricey! 




Heroes of Karri 

Guards can be bribed, otherwise quit. 

Plants normally need two to three waterings. 



PEEKS * POKES 

The Pilg recently promised arvother routine for transferring Red Moon la 
dtsc, rinee our earlier routine gave problem* because of typesetting errors, 
Here's another, shorter, routine to transfer ttie gome From Mr D.V. Grief of 
Plymouth, First key in Ustfng \. When HUN with Red Moon loaded into Ihe 
cassette «t will tromfer the threo seetiocii of cede to disc. 
Second, key \n Listing 2 and save it to the some disc ds your dalo (ilts. You 
con call it what yw like - although of course it mustn't have the wme name 
of any of the ffles transferred above - and alter saving it you con run Red 
Moon from dfsc by loading ctnd running listing 1. 

Don't worry about trie funny bffs on Ihe screen - 'advent' is loaded 
into screen memory first before being relocated, Note (hat in the game 
itself SAVE /RESTORE commands remain cassette -based. 



LISTING 1 

10 | TAPE, IN MEMORY &3FFF 

2D LOAD advent &4O0O 

30 SAVE 'advent. b.S4O0O,&1 200 

40 LOAD b-itl &4QO0 

50 SAVE bitl'.b &4DO0 S1500 

60 LOAD hitZ *40OQ 

70 SAVE ' bit2".b,&40O0,&3ZFF 

80 END 



LISTING 2 

1 CIS: MEMORY SI 4FF 

2 FOR A- &1 500 TO 61 SOD 

3 RtA0D:PCi.. 

4 NEXT 

5 DATA 

fiZ1.S00.aOO 511 &OD.&9A.&O1.&0 

0,&1Z.iEO r «B0,fiC3.6D0.fiB0 

fi LOAD bUl. &1GO0 

7 LOAD "tiJtZ".ftv700 

B LOAD ' advent fiOOOO 

S TAPE 

10 CALLM500 



CLUE-SNIFFING 



If you don't want any help with your adventuring avert your 
eyes and plug your nose 1 

Pries OfMagik 

BOM requires the trumpet. DON swings the pendulum, and SEE 

helps you go through the study wall. 

(Inanlti to Wayne Graver. Chingiord; 

Lord of the Rings Part 1 

Leave the ring in ihe house, you can collect \\ later. 
When only carrying one green jewel, Elbereth! 
Avoid the East road. 

The Swords in the Barrow- Wights cave can kill wraiths. 
The Barrow-Wight can't stand jewellery. 

Red Moon 

Right at the start, DIG! 

Bury all dead opponente. 

Avoid the rat! 

Remember Alice to get ihe ctiainmail and gasmask, 

Insulation is a good electrical insurance! 

Return to Eden 

Don't waste time at the start, wear the suit and grab the geiger 

counter. 

Follow a. mole and sleep in a comfortable cave. 

Dungeon Adventure 

The poppy will help you pass some singing. 

Feeling sleepy. The Mirror will spell It outl 

The driftwood ran be lit somewhere as a temporary light. 

The Corpse in the tunnels holds a few magnetic attractions. 

(all the above thanki to Julian Page, Shrewsbury) 



Forest at Worlds End 

You don't need the com in the Woodman's hut. 

Fourth Protoeoi 

For telephone numbers, access the file TELEPHONE 

After you have talked to Har court Smith, you can leave Gordons 

in search of your new base. Sentinel House. 



PILGRIM 's POSTE: 




More Stamina far 

Ma£ikt.** 

"1 have found out how you can 
get 250 stamina points in The 
Price of Mtigik. 

What you have lo do first of 
all is to type Restore when you 
have just been killed. This will 
take you lo the Lenslok, Than 
instead of putting the first two 
letters in correctly on Uia code, 
deliberately type two entirely 
different letters, three umos. 
The program will say you have 
lo restore the game again, but 
instead of doing that carry on 
playing and you will find you 
have 250 stamina points! If not. 
try again!" 

OK Wayne Grover (for it is 
he who writes). I tried and I 
tried but the Pilg still couldn't 
get Lenslok. let alone 250 
Stamina poinis 1 Ihink my ver- 
sion must be a bit odd - but 
perhaps other PUgs will bo able 
to try this for themselves. Any 
other stamina tips, readers? 

Hobbit-friends 
Unite! 

This month sees Melbourne 
House launch their 'Tolkien 
Blockbuster Month' in which all 
matters Hobbitty are given the 
full-blown, hurricane-force pub 
licily treatment 

'The Hobbit is a very good, 
hard to crack adventure, ..To put 
things briefly, ih» gome is fan- 
issue, great, tahuloua, exciting, 
and vory turd to cr&ck, " 

Eic.Etc. Etc Except that 
that little gem didn't come from 
Melbourne House, it came from 
Darren Wallace- Goodness 
gracious. Darren, how much did 
they pay you° 

Of Lords and 
Ladles,*. 

"We have read Adventure sec- 
tions in various magazines and 
picked up copies of alt the pure 
Adventure magazines we could 
Im d. Bat... they just don 'f contain 
what we spcciticaMy want - so 
we're written Our own./' Pat 
WinstanieyA Sandra Sharkey 



Help! If I'm not giving you 
what you want, please tell me! 
The Pilg is nought but the 
humble servant of his readers, 
and if you think I'm not doing a 
good job then write and let me 
know. This goes for all my fel- 
low Pilgs, so if you've got a 
suggestion about the column 
then drop me a line. 

As it is. Mss Wvnstanloy and 
Sharkoy have come up with & 
littlenumber calied Adventure 
Probe. 1 have to say that I felt it 
was a little overpriced at El .00 a 
throw but the authors do pro- 
test that "we're not out to make 
a fortune, just pursue an enthral- 
Lfjvg hobby and give adven- 
tures* the chance to contact 
other enthusiasts and obtain 
speedy help in stuck situ- 
ations,,," Well, al the risk of 
being biased, 1 do hope thai mat 
is what readers can get here by 
either entering the Lords of Ad- 
venture column or else contact- 
ing those already in it Are you 
doing your job properly. 
Lords? 

However, if you want to get 
in touch with Pat and Sandra, 
their address id 13 Hollington 
Way. Wigan. WK3 6LS. Whale- 
vet (he Pilg'* competitive inst- 
incts, it's good lo see a couple of 
adventurers reaching out 10 
others. 

Mention of the Lords leads 
me lo". mention the numerous 
tellers I've had recently from 
women who wish the section io 
be renamed Lords and Ladies of 
Adventure. Consider it done, 
friends, and my apologies for 
any apparent discrimination 
which was very much mote ill 
the utle than in the spini of the 
section Anyone who has read 
the Red Sottja comics will know 
that women adventurers are 
more than a match tor most 
men! 

Something nasty up 
your sleeve? 

Rick Robinson of Plasma Touch 
write* in about his game Trea- 
sure Tunnels (which the Pilg 
reviewed a while back): 
"We think yours was a baJan- 
ced and fair opinion, but you 
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forget to mention the free 
program 'Th& Experience*. Was 
this ait oversight? (It was - Piig) 
Okay, it's a bit unusual but a 
prize will be going to the per- 
son who submits the host inter- 
pretation of what it all "meant" 
(assuming they have completed 

"We would be grsteful if 
you could inform your reader* 
that we are on the look cut for 
adventures with a horror theme, 
which we intend to release as a 
compilation together with a 
couple of our m-hoaao adven- 
ones. The games can be about 
anything; explicit gore, aimop- 
shete and suspenoe, science Mo- 
tion, or modern day scenarios. 
Just so long as they 're scary! ' ' 

So, my adventurous friends. 
if you've got something nasty up 
your aleeve (01 anywhere else) 
then send if to Rick at 143 Oak- 
field Road, Whickham, 
NeWC&afi©--tipori-Tyite f NE1EJ 
5R2. I have a feeling Mr Robin- 
son may get more than he bar- 
gained (ox! 



WRITE TO THE PIIG! 



Th«t Cowled Crusader is able 10 
receive deliveries of n\ail dittei 
from readers, wherever ha may be 
on his Pilgrimago . All you have* Id do 
is write in iq Amstrsd Action, ad- 
dressing you? Idfifit to: 
The Pilgrim, e/o Am»tr*rt Action, 
The Old Barn, Bmrn-J Shopping 
Precinct, Somerton, Somerset, 
TA117PS. 

A special flock at highly-trained 
budgerigars witl (hen tske your toi- 
lers direct 10 iha Piig for inclusion 
(space pemwtkiol in the neil issue. 
The Men With The Rod And Staff 
welcomes corfMpondenc* on ail 
subjeci* Arfvetnorsal and looks for- 
ward very frtUCh 10 hfcaiiT'.pj from 
you 

Alietnauveiy, J you're amiably 
equipped, yon can gel trie On Tele- 
com Gold, nurr-bej: 83.JNL2G1 , or on 
Pfeslftl 919S94H54 Please r.o!e. by 
the way, that I am NOT a 'helpline 1 
servicS. If you're s(uii!i: an a game, 
try [he LtJrdB and LadtoS 



Lords AND LADIES of Adventure... 

Red Sonjas unite! It's becoming increasingly obvious that there are more and 
more women playing computer games these days, and especially adven- 
ture*. The Piig shamefully aekitowled^ei; the discrimination of am previous 
column header "Lords of Adventures" and is delighted to extend its nomen- 



clature to include the stronger sex, 

Don't forget thai ;o write in offering your services to other leas-fortunate 
adv0nUirers lb a great way lo make friends around tine world. These pages 
are read by Pilgrims scattered lar and wide and are just a small pari of ihal 
network of comradeship lhat has grown up amongst the followers of the 
AdvpnipiQv-B Path, So it you wan I to reach out a helping hand, write in today 
With details of the games you have finished and can offer help on 

If you wiHh 10 contact a Lord or Lady, do include a self-add reined 
envelope and if you telephone io make your coils at reasonable hours 

Heroes of Earn, Mcttago from Andromeda, Forest at Worlds End, 
Mindthadovr 

Wendy Davis, Bowsloy , Richmond Road, Ramsey, Isle of Man 

Jewels of Babylon, Forest at World* End, Heroes of Kern 

James Lushuy, 9 Ksrefield, Lang itfoltord, Sudbury, Suffolk 

Snowball, Return to Eden, Hobbit, Ring of Darkness, Mar* port. Dun 
D orach. Lords of Midnight 

St. form Bird. 74 West Sir*!. North Creake. Fakenham, Norfolk NR21 5LQ. Tel: 

ffJ32B) 736709 

SubBunk, Hemes of Ksrn, Voodoo Castle, Terrormolinet, Jewel* fff 
Babylon, Mordent Quest, Empire of Kam, Crystal* of Cams, Ne vet-end- 
ing Story, Mindshadow. Valhalla, Urban Upstart, Robin of Sherwood, 
Harnpstead, Wiurd of Akyrz, Hobhit The Time Machine, Circus, Snow 
of Death Pari Z, Emerald Isle, Gremlins, Lords of Time, Sorcerer of 
Claymonjuo Castle, Red Moon, Ten Little Indiana, Perseus and Andro- 
meda, Worm in Paradise, ZZZZZ, Feasibility Experiment, Valkyrie 17, 
Bored of the Rings, Pirate Adventure, Colossal Adventure. Snowball, 
Twin Kingdom V allay 
Advsjnmrpsnif, 37, MetTivalo Road, Risaig Brook. Stafford. Staffs, ST17 9EB 

Return to Eden, Emerald Isle 

Andrew Duff, 37 Si Andrews Road, Taui, Ross-shire, IV19 1EY 

Heroes of Kant, Jewels of Babylon, Forest a( Worlds End, Gremlins, 
Neverending Story, Hobbit, Lord of the Rings, Three Week* in Paradise 
Peter Grutiihaw. 33 Lower Parrocls Road, Cart Hill, Bar towford, Lines 

Emerald Isle, I"ore»t at the Worlds End 

Paul WlcholiB, 23 SlOckilOld Avenue, Horideadon, Herts. EN1 1 9JE 

SVlindshadow. Message from Andromeda, Forest a( the Worlds End, 

Warlord 

Len Jarfjis. 37 Northway. t.ymm. Cheshire, WA13 9AT 







Red Hot Charts 
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The votes axe still flooding in to nominate your favourite games. 
This month's results go a long way towards showing just how 
long-lived adventures can be- TTie Hobbit (released in 1983} is 
STILL in the Top Ten, There's even a chance thai after 



To The Pilgrim, 

My favourite three adyetityr-ei are 
I . Game: _: 





Company: 
2. Game: _ 



Company „. 
3 Game: 



Company: 



The Jeasoris lot thy first rliosop above are: 



The free game 1 - 1 would like IB 



Mv id dress is t BLOCK CAP! TALS 



Melbourne House's relaunching of it nejft month that it will 
achieve even vaster sales. 

The old Interceptor games are still in there, including the 
venerable Heroes OfKarn at number five. The success of this 
game on the Amstrad has always given the Piig mixed feelings 
since the conversion from the Commodore 64 (which had 
fantastic music and some really excellent graphics) wasn't one 
of the best. Still, it remains one of the most popular, games 
around. 

Don't forget that if you send in your voting form you are 
eligible for a free draw in which one Lucky Piig gets the game 
of his or her choice. The Cowled Crusader would also like to 
apologise profusely to a couple of Lucky Pilgs whose prizes 
were delayed, but from now on it's straight out of the hat and a 
program straight into the mailbox • SO get voting! 

1 Red Moon (Level 9) 

2 Lord of the Rings (Melbourne House) 

3 The Hobbit (Melbourne House) 

4 Never Ending Story (Ocean) 

5 Heroes of Karn (Interceptor) 

6 Forest at the Worlds End (Interceptor) 

7 Return to Eden (Level 9} 

8 Mindshadow (Activision) 

9 Return to Eden (Level 9} 

10 Jewels of Babylon (Interceptor) 

AND - this month's LUCKY P1LG is Len James of Lymm in 
Cheshire who dances all the way to his Arnold with a free copy 
of Seas of Blood. Shiver me timbers, Len, oi trust ye 11 splice the 
mainbrace for the or Piig as you sit down to play... 



I 
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The Database Manager and Reporter. 

You know that Caxton only publish superior software products. 
Cardbox is the world's best-selling simple electronic card index. 
Brainstorm is the world's first ideas processor. Scratchpad plus is the 
only enhanced Virtual Memory Spreadsheet available for your 
Amstrad. And Touch 'n f Co is the UK s most highly respected disk- 
based typing Tutor. 

Now we present Condor 1 - Mainframe computing for your Amstrad. 

Condor 1 is an extensive database management and reporting system 
for the non-programmer You can begin by creating simple databases 

in a matter of minutes. Then, as you learn more with our 
comprehensive step-by-step tutorial and reference-guide, Condor 1 
gives you the power to create all -singing, all-dancing, menu-driven 

systems. 

You will enjoy using Condor 1. You design the screen layouts yourself 

and then manipulate the information you've entered through a series 

of English-like commands- For example "sort invoices by value ".And 

with thirty-five commands as standard, Condor 1 should be flexible 

enough to satisfy all of your data-management requirements. 

Finally, don't forget Condor I is a Caxton Product, This means it'sso 

simple to use we are able to offer you FREE and UNLIMITED 

telephone support. Should you need help with Condor 1 just call us. 

Your call will be welcomed and your query will be answered in a 

pleasant, helpful and efficient manner - because that's the sort of 

people we are. 



Condor 1 
is £99.99 
(incVAT). 

Available for 
Amstrad 8256 
and 8512. 



Caxton 



Caxton Software Limited 
10- J4 Bedford Street 
Couent Garden 
London WC2E9HE 
Tel: Ul-379 6502, 
Telex: 27950 ref 398 
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The Condor 1 
Commands 
-They couldn't 
be simpler! 

Database Creation and Maintenance 



DEFINE 


Create, redefine or 




describe a database 


DESTROY 


E liminate a database or file 


FORMAT 


C rcate or revise a farm or 




HELP screen 


REORC 


Reorganize the tf rati lire 




ota database; add or delete 




items 


Information input and Update 


APPEND 


Attach records of one 




database, to another 


EMPTY 


Eliminate all data in a 




uMauSftSC 


ENTER 


Insert new data into a 




database 


POST 


Update entries in one 




database with those from 




another 


UPDATE 


Change entries in a 




database meeting sped fied 




conditions 


tnformtttivn Processing and 


Report Writing 


COMPARE 


Compare entries in two 




databases tori not) 




match! ng conditions and 




createa RESULT database 


COMPUTE 


Compute entries in a 




database 


LIST 


Display dalabase records in 




sequential Order 


PRINT 


Print database record* in 




sequential urder 


PRINTER 


Printer output control and 




redirection 


SELECT 


Select database records 




meeting specified 




conditions, creating a 




KKSULT database 


SORT 


Sort database records by 




entries 


Sfffil 


View or print statistics of 




entries 


TABULATE 


Summarize specified 




entries. Print or saw tlw 




result 


TITLE 


Print report headings 


Operation Aids 


HELP 


Assist operator in select inn 




procedures 


INSTALL 


Saws SET and PRINTER 




options 


RESTART 


Continue processing 




interrupted commands 


RUN 


Process and execute a 




command procedure wi Eh 




options tor command 




modification 


Interfaces 




READ 


Transfer records from an 




ASCII file to an existing 




database 


WHITE 


Transfer records from a 




database to an ASCI 1 




sequential Tile 


Utilities 




COPY 


Copy a database or file 


DATE 


View or enter date 


DiC 


View entries in the data 




dictionary 


MR 


View the list of files in the 




disk directory 


LOCDISK 


Log a new disk in the 




computer 


RENAME 


Change the name of a 




database or die 


SAVE 


Save a RliSULT database 


SET 


Set operating parameters 
Exit from Condor 1 back to 


SYSTEM 




operating system 


TERM 


Defines the computer (not 




needed on Amstrad) 





If yo« thought last month's Amazing Blittet wu a bit short 
on gamepLiy, try Bouncers, It's a version of the classic 
'Breakout', sent In by Justin Hadden of Andover. The idea, 
for anyone who missed the dawn of the computer age, U to 
break through the wall at the top of the screen by bouncing 
a ball against it. You can m*T« your hat left or right to hit 
the ball, bat if yon miti it yon lose a life. Yen can define 
you* own keys, and there's a high-tcore table. Bob Wade'* 
tip; wait until the ball 1* level with the centre oJ the bat, and 
then start moving the bat to keep pace with it. Persevere 
and you'll soon get the congratulatory tune, and the next 
level. Be waned - it's very addictive indeed! 



Braumc 




i 



OOPS! 

In last month's Typ^-ins I said 
there were two versions of Cat£8, 
one tot the 464 and one for (he 
S6*/6128. As disc-owning 464 
users will already be aware, we 
only printed the 664 ('6 128 version. 
This **bi'i pari of die intern- 
ational anti-464 conspiracy - we 
just forgot! Anyway, We're print- 
ing the 464 version here. Sorry 
you had to wait a month. 

While we'n ni it, there ar* a 
lew more mistaken and misunder- 
standings to be cleared up. For 
starters, we had a lew queries 
about Rotating Sphere in qui May 
issue. Because it started at line 
320. some people assumed thai we 
had carelessly missed out lines 10- 
310. We hadn't - indeed, there 
weren't any lines 10-310 for us to 
miss out. There's no particular 
reason for A program to atari at 
line 10 rather than any other num- 
ber, Rest assured. RoiAung 
Sphere was complete in every 
respect - and the same goes lor 
Bouncers this month. 

Next, we have a genuine foul- 
up. In (he June issue there was a 
mistake in line 10 of Unerase. The 
'1 ■ 430' bit at it should have read 
'1-450*. This means that the 
'Checksum error in line...' mes- 
sage would have been Two lines 
out if you made a mistake in one of 
the data statements. If you typed 
the whole program in exactly as it 



was written, however, it worked 
fine. 

Lastly, a rich source of type- in 
problems - printers. Not printers 
as in the people who print AA, 
God bless 'em, but printers as in 
mechanical devices for producing 
hard copy. Sometimes they refuse 
to print symbols as they would 
appear on screen. In particular, 
ihey tend to maal ihe 'hash' sign 
(shift and 3) and the 'up-arrow 1 
sign (on the same key as the 
pound sign), Hash often comes out 
as a pound sign, and up-arrow 
prints out without its stem - like a 



circumflex, or the roof of a house. 

Wb try to catch these signs 
and correct them, but sometimes 
they do slip through. A case m 
point is Music Composer, from 
way back m issue 5. Lines 1310 
and 1330 both have mauled up- 
arrows in them, just after ":du = 2\ 
To confuse matters soil further, 
this listing also has several 'tOda' 
signs in line 1670, These printed 
fine, but a lot of people didn't 
know how to type them in. The 
answer is to hold down the control 
key and iypo the number 2 - not at 
all obvious. I'm sure you'll agree. 



CAT»G b< J.N. Hack ! in 
"* 3 EM i iin miiMitmimt 

e pek *m iHtr-ete* 

IP |,-H1MfH;nfMCWY k**732 B-3J p**"l HOSE ZJCAT 

29 POKE Mt6?4, LCD: POME LAS *5 , tip : POKC I.A*?o , IrFP : *>0» E t I 

39) POKS fc-Afi"" 9, *.■»*! Pa*t M*?* t e*4tP0Ke fcAe~A.lc» 
aci uHtue p»- ' • -ii-- -te t ( s;aos\ft) is*>rw] 

5SJ FQjt i-l TO 14;LDCATF t,2ttQ9W IMt >. *- > •• fct ; ",F 

AG fatt .-i to *:loc*tf » T f*iteostja isa 

78 eOSm TOesPRIHTsS.* CATALOGUE' I TAB «*^ lt*ITJ »:COS 

UP 2PB 

SP FDR ?»4 TO z-i:FC*P t=1 TO 8«* 

=e LOCATE *.>:6CSuB 13*: v«-v»*p»:h£*T 

IPC PPIMTSS.w*: *■-*■* :«E3(T 

lie gosuB Jn0;nEK[*v h:HODC i:End 

IM CALL t,fi*'?4:p»-fMR«(peEK[tA* - 'BJi:PtTURt( 

zee ppiHTsn,STP!Pfoe(as, *-•* :pfti.i»n 
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L80 ON BREAK GOBUIJ 7H0 

11 B GOSUB BBB:REM initialise 

i* J &OSUE 530 c REM kay ulscttun 

130 REM i«t L»fi iicr'in»ii latirtt. here 

140 CLSiMODE UINK 1,U:P£n 1: BORDER BiINK B.BiSPEED KEY 1 

,1 

lsb for 1=0 to 5:&*{^="[3r:jE]rn::]i:3r:jrTrji:3i:jE3i:3i3Cj£3t3 
CaCCiNEXT 
160 KOBE 1 

S70 brJ9lKw|7ty=rZiUn^-I it>pTi-fl;dy- 1NT<RND*3) -1 
188 CLSUhK l,26tPEN liPHlNT CHK»< IMS, ;£TftlN6+( 3S,CHftH J SB 
> >,CHRt{ 1201 ;t INK 2,3 

I9H FOR i-0 TO SlPRlNT f nfi»<]33J t (PEN 2sPRJNT b*<i>tiPEH 
1 :PR|NT CHR*<138,) liNEXT i 

200 FOR i I rj 16-PRINT CHR-C I23> ;SPflCE*(33> 1 CHRf 1 1235 ■ 
210 NEKTiPRINT CHR*( 14B) ;5TRING*< 3S ,CHH*t 1 40) i ;tHK*< 1 481 ? 
.LOCATE 3, 23: PEN 3 : PR I NT " SCORE : "s: LOCATE l£,,25sP£N 3ePRINT 
"LEVEL: "1-jvi LOCATE 3B,23:PEN 3 1 PRINT "LIVES a " I 
220 IF )«v>e OR lav- 1 OR lev =2 OR l*V-3 Oft lav -4 THEN b*t* 
=STRING*(4,CHR*(14«>) ELSE If l»v-3 OR le*«6 OR l»v-7 OP I 
sv=B OR lav-? THEN bAtH=5TRINe»[3,CHR»i 2*SM ELSE 23® 
230 IF leva 10 OR 1bV=11 QR lev=12 OR lov*l3 OR l«v"14 THEN 
bat*=STRlNS*<3,CHR*r249>> ELSE TF 1 nv- 15 OR l#v-lfi Oft le Y 
»i7 OR l«v»lB OR 1bv=19 DR lev=2B THEN bjt*-STHIM3*(2, CHR» 
tSSBM ELSE IF l»Vl-2S THEN bat*=STRING*<:i,CHR*<231>J 
2«B PEN ItPLUT 3,ZB7:DRAW £36,287 sPLDT 3,533: DRAW fc36,3B3 
250 REM ■ *•• ALL ANIMATION IS HAN&LEE IN THIS* NEXT ROUTINE 

260 LOCATE lNTib>,23tlF t>-l,S THEN LOCATE 2,23l0OTO 270 EL 

SE PRINT™ "| 

278 PEN ItPftlNT b4tS;:IF b< 33 THEN PRTNT" »'| ELSE IE b(34 

THEN PRINT'" "j 
2R0 IF 6-S THEN LOCATE 2,23iPRINT" * i ELSE IF 6-1. S THEN 
PRINT" ", 

290 CALL IED19: LOCATE y^wsPRINT 1 " " sh^h+cIh iy»y*dy i IF jrt«*| 
R y}=40 IMEN 0y~-e3y : y"=y+dy:SOUWE 3, 78',B, 13, 1 , L 
380 IF B-23 ANB d*-l THEN SOUND 3, 73*8, 15, 1 , 1 [GOTO 370 
31B CALL LBEl^iIF Hi 23 THEN LOCATE y ,h (PRINT'" V 
320 iiutt*-INKE¥* 

130 IF butt*-lt THEN b=b-1tTF ta<1.5 THEN b-1,3 
340 IF butt»"r* AND b< 34 THEN L-b+1 : IF bit 34 THEN b-34 
350 IF H"i THEN 510 EL9£ IF ni 8 THEN 490 

360 IF |aB THEN 430 ELSE bQTD 260: REM #**» ROUTINE IS CDMP 
LETED AND BESINS TO BRANCH SACK *+*■* 
570 IF y< INT <b+2> OR y>INTtti*5i THEN GOTO 390 
-SB Jy- INT(RNC*3> -1 )d>*" 1 t««h -I -.y-y-m-y :GOTQ 310 
390 IF b=l,3 THEN IF y<4.3 THEN 330 

aaa FOR *=B TO 25* STEP S:SOUND *, *,5,i5 t I, 2 I LOCATE y t KfP€ 
N 3*PRINT CHR*(225;;sNEXT: 1=1-1 :s=c-l«BiLOCATE 30,2S*P£N 3 

HiPBINT-LIVES^lsiF 1=8 THEN 438 
iie IF 4 <0 THEN B-B 
1?B FOP i-J TO IOB&jNEXT i sGOTO i^3 
iE FOR «>e TO 25:CALL &EC4C: SOUND 3,d-*i0B*4 1 5, tSsNEKT ii s I 
siO THEN »-0ifi£M *•■** GATE OVER ROUTINE »*»* 
44B L^CrtTE 12, 12iP£N -:^R-hp-'G awe O V E R" 
*50 Ffch IsLOCATE 12. 25iPflINT , 'FRESS THE SPACE " ; LOCATE 15. I E 
t PRINT-SCORE'" ilOCATe Ii,iSsPEN 3*PRIN7 Mtli-S 
4a0 IF jNKEV<47)«0 THEN SOTO l?AH 
47 B GOTO 469 

430 REM come 1st ion screen 

490 IF MID«<ta*(w-2) ,>-, 1) >" ■ rHEH EMV 1,1,14, r 1 7,-2 t 4iBOLW 
D 3,0,-1,9, l l a*AidK««lni»»+iaiLOCATE N $lP#tlNT^BCOR£ 

Ia"9)b*<K-2l -LEFT*(b*(«-2>,y'-lH+" " 4 R ICiHT* ■ h *■ ■ . .•',.■ * I 
t SOJND 2,134,2,0,0,15 
588 PEN l:6OT0 360 
510 RESTORE 54Bi LOCATE y^niPRTMT CHR*t22n> | i I#'/*lii^*l ibon= 
8s IF I«v~S Ofl luv^lB OR 1e?v=15 DR lev=20 THEN l^l*! ELSE b 
Oi-i-6u»-.*l(*v**,»E 6 *bOfi: LOCATE 17.12:PEN 1 sPftr.MT " BONUS-"bon:L 
OCATE 2.2r.:PEN 3 1 PR 1 NT " SCORE i "s:tiQn=6 
520 READ not pi IF nott?=9<J<?9 THEN 53fl ELSE SOUND 7,t»tff,Z8.l 
3:00tO 520 
J 33B PDF ,=i TO 2000:N£XT i t©0TO 150 

*>4ffl CAT* «e.TC.47, 45,60. 0.45, 47, 45*40, 53,8,53, 47, 45,36,40, 

48, A: S3, l ",=8,9999 

550 REM key select ion 

560 lov=Bss=B:bc-=aiCLSjnODE ElPAPER Bslf*. B,B:PEJM lilt* 1 

, 24 t BORDER B: SPEED KEv 30,2 

71B LOCATE lB,20tRR INT ' J 1 ; ] [ K 313 L JtD C3 Cd C 3 I 7 C7i 3 C3 El I i 1 1 I 

3t3C^I3C3ClC3C3f JtJt3i:C3C" 

7^3 INPLTT" KEY for left " s 1*J 

SQJKD 7,200,5,5 

730 rNPLTT'" f .£V ^o^ r .yf-t | - » : 

SOUND 7,2BB.5,5 

740 LOCATE 1 B, 23: PRINT - J J : J£ J I J I H 3 C J 1 1 C J "3 ^3 £3 £ *£J tl CJC3 C 

3t3:j[TCjEj[:E:cjt:tjti[3l- 

750 LOCATE 2S, 25: PR I NT -PRESS Af., ft.' TO 31VWT- 





7^.a 1f : iNKEYSO"" THEN ~ = t* 

77E f? !NKEY*< V' THEN SPEEP KEY i, i : 1=3: s=0:SaU«n 1.4W, 5 

BBi^aUNE i>,500, SB0 1 FOR i*i TO 16* INK i , j iFOR r-1 TO 99tN£tf 

TsMFKTi RETURN ELSE BOTO 770 

7BB SPEED KEV ia,2tFAP£R BtECRDER B ; 1 Nh l,26*P£N 1 : 1 NK 0,0 

iMOTJC ? 

79B STOP 

8BB RE« **•- INITIALISATION **-* 

810 ENV 1 . 1 , l$,e, 11.0, 10:ENT 1,10,2,2 

820 ENV 3,1,0,16,5,-3,2 

330 ENV 2,5,3,3, (,-21, 22,9. -3,2sENT -^,18,2,3,5,-7,1,2.11, 

3,2, -4, B 

340 SYHBOL AFTER ?1*FQR iX-l Tq %9tH*G%i lXJ -i7.*588 :ho**i i X 

1 = "B O U N C E R a"jNeXT:biSrk=B:l=3Elev-Bt*->0iI>lM b**5> 

35B SYMBOL 91 . SX 1 1 IB 11 1 1 , &X1 1 IB1111 . iXI I IB t 1 1 1, 0, &*! 1 1 1 J0I 

,tStmilBI,StX] 111101,0 

3o0i SYMBOL 92, B,ttXl 11188, &X 1 1 1 1 1 IB, EiXl 11 1 1 1 B, &* 1 I 1 I 1 10, &* I 

L L10B, 0,0 

;t/h SYMBOL 93, ScXiB) 11101, icJi 10 i 11101 , &KI81U 101, F &X 1 1 1 1311 

J. t iiXilli0ltt^liXlUlBlH,8 

88B F^YMfldL 224 , &E9 , Si A*? . V A A . i AC , i AC , Ei A A , S< A9 , SiEfl 

390 SYMBOL E2S,«tl,e,Si7E,!,7r,Me,MS,&,7E,&FF 

9B0 SYMBOL 243, &0,&0, ^0 h JrB, S.0, &3l , EiFF, &7A 

910 SYMBOL 249,<i0,ia,fcB,l'B,T.iS,i0,fe7E,iFF 

920 SYMBOL 250,40,8.0, fr0, J(0, SiB.SiSl, !i7E,&FF 

930 SYME3L 1^1 , 4«J,8i0, &0.V0, ,', B , &0 , &99 , 17E 

940 RETURN 

950 Rt,"M **** BOUNCERS MALL DF FAME **■** 

96B MODE ItJHK 3,0i)NK 0,2AlPRPER 0:PEN IsEORUER 24tSP€£D 

KEY 30,2 

970 PEN IsLOCATE 9, I iPRINT "THE BOUNCERS HALL OF FAME-' 

980 LOCATE 2,2tP£W 2tPRlr*T SlfiING*(3S, 2BSJ 

990 LOCATE 5, JsPRINT "'PLACE MAKE 5C0RE" 

1000 FDR jX^LQ TO 1 STEP — l 

1010 LOCATE 6, 25- 1**2* PEN 2i PRINT USING Tf 1U-1X 

1020 IF v)h«C»U7,> THEN &OSUB 1B90 

103B LOCATE 13, 25-iK*2< PEN JiPRINt br^atd"/! 

1GI4B LOCATE 30,25-J,X*2iPEN 2:PRINT HuG%tl7l> 

135B NEXT 

I860 LOCATE 13, 25 1 PEN 1 tPPJNT"PRESS THE SPACE" 

lava while :Ni-'EY<47»--itwEN»ionTa 120 

139B FOR jV.= l TO ITi-I 

1100 h&cXf j"/.>ih*C'AC J%*i> Uni*tljH)=tirat( j%*»> 
iiiB WEKT 

112B hHTLE INr.eV*<>" M tWEN1) 
113B LDCftTE 15, 25-i*i»2 
13 40 ht|**{x%i •"" 
1150 WHILE lirt*( tCHR*<13> 
1160 in*-ljPP€R*UNKEY«J 

1170 IF in*HCHR*<127l ANt LENinna*<iX? 1 "O THEN PR|;jrr CHRti 
aj+ H -*cHr % t,Q, tir>1 -m*( |%> t-EFT*ihna*<fi. ,L£Mir>na*( IX> > — XI (6 
OTG ;i68 ELSE IF a ft*-CHR* i 1 J -' > THEN SOUND 1,200 1 OOTP j:60 
1100 IP in*=CHR»UJl THEN 1230 
11^0 IP in*="» THEN 1160 

12510 ^ r_ENirin**(lXH-l5 THEN 30UNI :,28B:GOTO 1230 
1210 PRINT in*t 
12^fl ;,-:a*< i%i=hTMttf iV,>i-iit* 

1230 WEND 

1240 »*«?XI i^l^* 

I25B »«0|RETURN 

1260 CO TO fl^B 
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Bob Wade checks out your tips, pokes and game -busting 
ploys. The best ones win a tenner - so why not send 
YOUR latest gem to; Cheat Mode, Amstrad Action, 
Somerton, Somerset TA 11 5AH 




Phil Howard from Mappeiley 
ha* done the business for us 
again with infinite lives on tit* 
Ocean classic. It's entered 
using Method 1, 

II DAT* 21,91, U l 36 l M,e3,ll 

,11,21,2(1,22 

21 DATA 3i, d3, 2MB, 28, H, 4$ 

,aaji,f2,Bi 

31 DATA e^bB^MMMS,?! 
,8«,bb,e5,2l 



40 DATA f2,Bl } «5 t 21,a7,b8,e5 

,2l,bM2,e5 

51 BftTA fl,2J,M,bl,ll,u? f bi 

,f3,c? 

61 KnWf 12001 

71 FOR x^BEM TO &BE34 

80 READ at 

90 POKE ■ .WU 1 ■'+*•) 

100 NEXT 

111 LQAD* h 

128 CALL kZm 

130 L0AD" I " I 12B48 

HI CALL HEI8 




ELITE 



E 



JA Thewlia from Lancaster 
has a lip for Firebird'* epic 
space game that will increase 
four ship's cargo potential. 
All you have to do is follow his 
instructions, although he 
warns that it's not for the faint 
hearted. 

1, Find a cluster of two to three 
systems no more than 2,5 light 
years apart. 

2, Sell all cargo. If possible arm 
yourself to the hilt with a mining 
laser, cloaking device and 
energy bomb. 

3, Enter witch space by choos- 
ing a. hyperspace system. 
launching, pausing the game, 
press the F key. restarting and 
then hyperspacing. Switch on 
the cloaking device just before 
you hyperspace and then de- 
stroy all but one Thargon. 

4, Switch off cloaking device 
and wail until Thaiglets appeal. 
Destroy Thargon and colled 
Tharglete. 

5, Repeat this until you fee) 



you've got enough alien items, 
or axe in danger of getting 
killed. 

6, Enter normal system and 
abandon ship using escape pod. 
When, you get your new ship 
you'll have a 35 ton cargo bay 
plus the alien items. Sell these 
and you can use the extra cargo 
space. This wiU disappear if you 
have to use the escape pod 
again and aren't carrying alien 
items, but you can always re- 
peat the process. 



Fair-light 

As wall as sanding us their 
maps of this tough arcade ad- 
venture Tim Walsha from 
Henley on Thames and Dar- 
agh Ward of Dublin also sent 
in solution and playing tips. 
So here are a few hints to help 
you on your way around the 
castle. 

1. After killing a guard, pick up 
his helmet and drop it near a 
whirlwind to slop hurt 



We've received mountains of 
tips on Mastortrortic'fl classic 
arcade adventure, but hero aro 
the pick of the bunch gleaned 
irom Scott Millar from Glasgow, 
Matthew Barnes from Welwyn 
and Leighton Derrick from Port 
Talbot. 

Florin the Dwarf: Give him the 
boitle of liquid and take it back 
to restore energy. Give him the 
bar of gold, broken talisman 
and tube of glue, then command 
him to help and he will fix the 
talisman. 

Lady Rosmar: Summon her to 
the wall on the ground floor and 
give hei The pocket laser. Com- 
mand her to help and she blows 
a hole in the wall. 
ELrand Halfelven: Summon him 
to the wall on lavel two and give 
hurt the trumpet. Command him 
to help and he blows the wall 
down. 

Sam sun the Strong: Summon 
him to the pit on the ground 
□oor and give him the javelin. 
Command him to help and he 
builds a bridge across the pit, 
Thar; Summon him to the wall 
on the fourth floor and give him 
the miolnir. Command him to 
help and he loosens the wall 
with a bolt of lightning. ELrand 

can then blow the wall down 
with the trumpet, 
Banshee: Released by dropp- 
ing the glowing bottle - give* 
clues when commanded to help. 
Candelium Ilium In at us: Pick 
up the laser and shield and take 
them to the room containing the 
four leaf clover, then cast spell 
to light candle* 

Project Physical Body: Can be 
cast if you have the crystal ball 
and talisman, and allows you to 
transport to Other people. 
Axmouxis Photonicus: Stand in 
the pool of liquid on ground 
floor and east spell. You no 
longer need the glowing bottle 
to pass through the dark room 
on the third floor. 
Fumaticus Profedicum: Cast 
using the white herring and 
power pong plant - protects 
you against the gas room on the 
first floor. 



reappearing, 

Z. After killing an ogre, put a 

barrel on the spot to stop him 

reappearing, 

3. Place a barrel Over the SpOl 

where a bubble appears to slop 

it reappearing when you enter 

the room again. 

4- Guards only attack if you get 

close - except materialising 

guards which attack 

immediately. 



This infinite lives poke comet 
from A Hacker of Belfast (is that 
a real name 1 wonder?) and is 
entered using Method 2 to skip 
the hist nine blocks, comprising 
BOMB (block 1) and 
BJSCREEN.BIN (blocks 1 loB) 

II rlEnW 5W 
2t L0AD c ",A9ffl 

31 POKE .i?f:,i 

♦I DATA 23279,45, 2328M2 T 23 

251,52,23232, 65,23283, Si, 232< 

84, vT, 23285,32 

51 FOft X=l TO 7 

61 READ po,n 

71 POKE po,rt 

81 NEJTiMDE 
I; CALL olll 



i S. Dropping gold lures the 

(guards, so if you push il under 

[something where it can't be 

reached you can move around 

I without being attacked. 

6* Watch out for flowers on 

I stalks - if you get too dose they 

[ reach out and rapidly sap your 

energy. 

I 7. Don't fall in the well it's fatal. 

1 8. Keep food for as long as 

possible, and eat the smaller 

food first because food is useful 

for standing on to reach things. 

9, Fixe depletes Isvar's energy. 

10, There axe three tele portals: 
two of them link towers and the 
third links the lomb with the 
north side of the chasm. 

11, The loading screen is a view 
from the wizard's Chamber, and 
the bird points to the start, 

12, Falling long distances de- 
pletes energy. 



80 AUGUST 1986 AMSTRAD ACTION mo™™™^^^™***^* 



*& 




SM Clarke of LlanfyUln has 
salved the problem fat any- 
body at ill ttruggling with our 
cover cassette game. It 1 It en- 
tered using Method K to skip 
the lint block and works only 
on the version of the game 
given away with our May 
Issue. It give* immunity to 
animals, flames, acid drop* 
and negative energy point*, 
but fixing and being bit by 
anaesthetics still drains 
energy. 

10 CL5: RESTORE 130 

20 SEftC s,C 

38 FOR p=s TO s+c*S 

40 READ at 

51 POKE v,VALi '£*+**) 

6B NEIT p 

70 CALL 42544 

SB CALL LI887 

n END 

100 DATA 41544, 29 

110 DATA 21.38,15 

120 DATA H,a8, D Z 

130 DATA 3e,lB 

140 DATA cd,at,bc 

150 DATA d2,00,00 

160 DATA 3e,S0 

(70 MA 32, 1 C, 32 

180 DATA 32, M, 32 



I Wi a ■du'M'jrfliwvfA 



This poke tor the cassette ver- 
sion of the game comes from 
Tony Hoyle of Blackpool. It's 
entered using Method 1 and 
gives infinite Dares, AMMs, mis- 
siles, shield*, fuel and also slops: 
the laser heating up. 

10 NODE h BORDER I: I IK 1,0:1 
IK l.llsfMK 2,26; IHS 3,24:PA 
PER I 

21 OPEHDUT"rf"!flESORT i529;tL 



Q5EQUT:U1NBQ* 4,36,21, 24:P£N 
I 
30 LOAU*ltitIe':CALL 20BB:L3 
AD'!partP:L0AD"part2MNK 
1,20 

40 POKE *4FF2,0 
58 POKE 15025, i 
60 POKE &4FCB,i 
78 POKE 45264, 3; POKE fr52i5,0 
:PQKE t5266,24 

80 POKE i4E?3,0:POK£ &4E94,I 
98 POKE MF5F,» 

100 call mn 



Poke methods 



This is trie section where we 
dxplais how to. mjjus the ma 
oi ;he pokes ueuig two typaa of 

•■■:;d 

Method I Type in {he iisrijig. 
Rewindih&yametape.Typ^KUN 
followed by pressing en:er. Foi- 
lowoa screen prompts to toad yhb 
game 

Method 2; The tape 
fceader/Joader^itSe screen. com 
prising usually of ctw or ;wo data 
blocks has to be skipped Re w ;n it 
aie game tape Type in CAT fol- 
lowed by enter and play the tape. 
: f (he screan and a irsessage 
wil: a)mfi up 



PSurri F'IL£NAME Mock 

OK 

where FIJ,ERAME will be re- 
:ed by the :titrne of the loading ' 
sectioo The next message chat 
appears- will fac ttie main 
pxogram appearing in the same 
s-yte. 

CHLEblocklOK 
where the MA1KHLE will be dif 
isrem for each game. Note trie 
point en the tape saunter at which 
this s&cood file appears. Stop the 
tap? and rewind to just before 
that point Type in the; program 
and 8.1JS it Then prssa p&y'on 
the fate deck . 



In response to a plea in the May 
issue, SA Hulley from Heme! 
Hempstead has come up with in 
infinite lives poke. It's entered 
using Method I . 

II HEHOfiV a3?i8iCL5 
20 LOAD i = ;LDAD"\M840 
30 a=*S9»0 
41 FOR n-fl TO 51 

59 RESD d«:P0E£ a*it,VAtt , i , + 
d*> 

60 NEIT n 

70 CLS;PRINT 'Please Mit" 

30 CALL &3916 

90 DATA 2l,6e,06i36,lS,2c,36 

, 15, e3, 48, 00,21,34,^,36, 00, 

2c l 3o,8V5,Bt,trd 

180 DATA f3,U,4B,H,2l,»§,b 

Mi ,37, 12, d5 ,65,05, 73, 21,40 

,4B t 36,72 t 2e,4e,36 

118 DATA 92,6c, Bd,b*,37,cJ.2 





280 EATA 32,32,35 
21fl DATA c? 



huidnMnvp^nv AMSTRAD ACTION AUGUST 1986 81 



V '« "i -i V 




Commando 

This poke from SR Taplin of 
Worle gives 255 lives on the 
Elite ihoot-ttri'iip and is en- 
tered using Method 1. 

II HEnGRY &5BFF :LOfiB p coifiand 
a%15CM 

20 FOR i-t?H8 TO &?8l2:*EflB 
b:?DKE a,b;NEir 
30 POKE WCB^CSsPOKt &5C*.4 
.IB; POKE .5C35,i« 
48 CALL iv.32 

58 EhTh 205, 122, 188,175,58,1 
5,78,6,0,33,5?, 7, J I ?, 35, io. 2 
52,1^,54,5: 



Monty on the Run 

Simon O'ConntU and Emmet 
Masterson from Sid cup have 
some tip* on the Gremlin 

gime, 

1. When the top of the (eJe- 
porter column is green you can 
walk through without being 
teleported, 

2. The correct freedom kit con- 
sists of the jet pack, rope, 
passport, gas mask and bottle of 
nim. 

3. Don't pick up the dynamite or 
the teddy. 

4. Don't take the lift up. 

5. A joystick in the sewage 



Laserwarp 

This poke for invulnerability 
comes from S Sandies of New 
Tredegar It's entered using 
Method 2 io skip the first two 
blocks of the program. 

o 
o 
o 
o 

Death Wake 

Jeffrey Hewitt from Castleford 
suggests that you type in 'It's my 



Beach -Head 

Paul HaiTop from Bamsiey adv- 
ises anyone having trouble with 
the bug that pressing the TAB 
key will take you back to the 
start Of tha game. You'll shJl 
have to start all over but at least 
you won't have to reload the 
game. 



Daley Thompson's 
Decathlon 

Lots of keyboard-bashing 
players have told us the key- 
board alternative to breaking 
up your joystick on this game. R 
for left, T for right and G to 
jump. Now you can smash up 
the keyboard instead. 




works helps to fill the ravine 
that crys out for HELP. 
6. Be careful when experiencing 
'The Ultimate Experience'. Cere 
is needed going from screen to 



10 MEMORY ErTFtLflAB'lASESitt 

',? 

2$ POKE 27388,255 
33 CALL 14800 



Simon O 'Council and Emmet 
Masterson also have a neat 
way of beating the wrestlers 
with no trouble at all. 

This game can be made 
very easy by softening up each 
opponent, ff you don't your 
opponent simply throws you off 
when you try to hold him down. 
To boat each one get behind 
him and start kicking. When he 
starts spinning, move up and 
kick again. Once all his energy 
is gone perform a simple move 
(aeroplane spin, for example) 
and pin hint down. 



^Mk 



Courtesy of Simon Cuddeiord 
from Eenilworth comes ",he 
names of the IB telepOrt ter- 
minals. The most important is 
QUORE which is the nearest to 
the planet centre where the 
pieces of core have to be 
deposited. 




o 




o 

o 

birthday' on the high score 

table. You'll be wished a happy 
birthday and made invulnerable 
for subsequent games, 



TALIS 


KRYZL 


OUORE 


RA110 


ANCLE 


INDOL 


UFAZZ 


DTJLON 


SNODY 


OPTIK 


ZODIA 




ELEXA 




VOREX 




ASCIO 




AMBOR 





How to win on 
ENTIRE ISSUE* 
Rave software! 

The standard of pokes, maps 
and playing tips you've been 
sending us has been so high that 
we've decided to up the stakes? 
Prom now on well be setting 
you challenges each month to 
produce a particular poke, map 
or set of playing tips. All you 
have to do is find the solution 
and let us know about it within a 
month of the issue being 
published. 

The best solution to one of 
the problems will win a stunn- 
ing prize - a copy of every 
BtttgSe Save and the Master- 
game from the issue in which 
the solution is printed. The num- 
ber of these games will vary of 
course but in past issues there 
have been six Raves or more so 
that's over £50 worth of software 
and some months it will be over 
£100! The prizes will normally 
be supplied on cassette - but if 
you prefer you may ask To have 
disc software of equivalent 
value. 

We'll also be giving out up to 
nve runners-up prises every 
month of one of the 
Raves/Mastergame in that issue. 
You don't necessarily have to 
solve one of the problems wc 
set to win a prize - if you come 
up with something even better 
that'll ami us Tine 

To get the ball rolling here 
are some real testers foi you - 
were confident that someone 
out there can come up with the 
goods, 

LA Pake to produce invul- 
nerability Io waiei- on Sotc*rr 
Pimm. 

2.A Poke for infinite flame 
throwers on Green Bexef. 
3,A map and/or solution to 
Knight Tyme, 
4. A map of Into Oblivion. 
S.A playing guide to Jan Ceti; 
The Special Edition (that's the 
disc version). 

Meanwhile the worthy win- 
ners of £10 vouchers under our 
earlier system axe S M Clarke 
from UanfyUin for the Covenant 
poke, and Tim WaSsha from 
Henley on Thames and Daragh 
Ward from Dublin who get a 
tenner each for their Fajihghi 
maps (see last issue) and tips. 
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Without doubt the Amstrad range of computes; a 
rapidly establishing itself at the forefront of the 
persona] micro industry 

In response to thrstrend, US gold have produced a 
Seriesof ^iunnm^(om,ri\tofi>idcsJgncd loespfo*! ihe 
best features oft he Amstrad micro 

Hi-rc ate four outstanding classic pities from out 
ewincteasngrange lhat wtll enhance -my soft ware 
collection. 

Direct from America tomes LEADER BOARD: . 
a golf simulation that is truly state of the an, . 
and (^already received critical acclaim This. ' 
is what ZZA P W had 10 say "Quue honestly. 
LEADERB0ARD makes allother golf simuLv 
lions look clumsy ar^arciquaied in com- j 
partsoa This is the sports simulation of j 
i hi- year -if not the decade'" 

LEADER BOAR D features all I he skills. 
lethnKjiics and elemcnitcf lJk tame 
ugh I from amaleur status to tcninng 



LEADER 



psofewiorul Stunning graphics and 
multiple courses ensures thai 
LEADER HOARD is Stiofces ahead of 
ns rivals) 

If you don't fancy a spanutg challenge, 
then how about the fire of a high flying 
space entrepreneur' Command your ship 
through one of the great edge ofyoiirseat 
adventures of the Hth century Choose your cargo 
Lot your course You'll need courage and 



management skill to ensure the physical and economic paced video action thrillM lb travel thiou^h the WfewdTi 
survival of the PSM TRADING COMPANY 1 Temple and rescue the fait maiden you must maid 



til 1*41 Mijull i!*Ti*> SE fiV>iT4«I^Hct»Jii'1 all if Ml 3:1 



will test your skills to t he limit Marta: art experts and T™j£ . u 7^wf. 
demonsof every description are yourobsiatles in t hisfast T ** aim A 



yuu mauuf henchmen and defeat each of the 
!\ tsasfHaai io advance to each of the five floors, 




You: only defence t$ your martial art skills? 

I.AWOJTEJE WEST'S tstonaika interactive adventure 
puts you right in the middle of tumu tent 01 J Vifcst action. 
As the sheriff of Gold Gulch, as tough a Wild West town 
as there ewt was. ye n' 1 1 have all you can do to su rvsve 
'til sundown 

^t Standing tan i h w„y will be alt manner of hdrd- 

V CMegrawfcigpra and desperados looking to -oh 

the hank, nin rOograhod wet innocent 

townspeople and plant yon in Boot Hill' 

['lira-large graphics and lifelike .ittion 

deliver excitement so real you can 

almost smell the gunpowder 1 All 

these game* arc available new 

especially for the Amstrad at better 

computer seises, nationwide 



BOARD 



disk £14,95 

CASSETTE £9*95 





Selected U.S. Gold prod nets are available from all 
good compote* stores 6 selected branches of; 
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buy your 

SOFTWARE 

FROM YOUR 

ARMCHAIR! 



Let Amstrad Action's unique mail order service do the walking 



By the lime you'va reached this part of the magazine, 
chances are you'd love to get your hands an some of 
the software we've reviewed. And that's jus* what you 
can do. Our mail order service allows you to order 
virtually ANY piece of software for the Arostrad 
micros reviewed in the magazine. What's more you 
eon save yourself a good sum of money on shop 
prices AND qualify for great free gifts. 

Hey, it's a wonderful way to buy your software! 



SUPER-GIFTS 



Here 



■-ind pieces you con set FREE 



a any TWC numbers of thf 

together with your second preferences, In the Ofder fci 



1.KUNGFU/NUMKX-1. 

Two sr«t Ocean games on w* tape, 

given away with th« CfifKtmat iouc of 

AA If you ifliswd 'em Chen, gel 'em 
now. CPC 464/664/4 1BB. 



DEMOS 






VTfVO' 



* WK2GLER 

•^nJon of trie arcadr 

?. LASER WARP 

Smooth, colourful, classic shoot-em- 
UP CPC 464/664/61 SB 



•J tY"i» -'t m i " ' : - .-< 



3. AMIfUCAM FOOTS All 

An impressive simulation 
Arosofl/Ajfu* -CPC 44* only. 

4. CHUCKfE EOO 

active 



9. PYJAMAAAMA 

in* fsrst of Mltaogen's changing 
Willy games. CPC 464/444/6158 

from 10. MASTOtOUSS 






I. ELECTRO fREDDV 

Frantic, humourous 
+64/664/61 SS, 



fun. 



(1 latfdrr 11. 5PACEH A WN 5 

Version of the snoot-em-up GalwdnriL 
CPC 444. 

CPC 13, STAHNMMAH 

Moo the 




VOUCHER 



fin 




VOUCHER 



For >u witfc wfttt It.* f It Bl 

tun 

|<imi .m k.iktIwt iw.ru 4ir. 




■Minna 




FREE! 



with any order over £5 

A C15 data cassette containing 
high-quality tape specially desig- 
ned for computer users. It Comes 
In a library case with blank inlay 
card. 



FREE! 

with any order over £15 

Your pick of any one of the games 
featured in the Super-gifts box. 
Most would normally cost £8*1 01 



FREE! 



wtth any order over £30 

A blank 3" disk OR your pick of 
any TWO of the games featured in 
the Super-gifts box. 



HOW ORDERS ARE DEALT 
WITH 

Amnrid Action Mali Order ia rub 
heir* In Kaanenon by (he o*per- 
«fllci#ut SUE TAYLOR, tit* w«j*i*.tt 
who qeta more m*tt in a d*y tnan 
moat people, gat **'ch y#ejri 

Unlet* yoat nrd#t Include* 

program* wb4eh ..**T »*pp>(e** 

cannot gst hbJd of for mm* **- 
aeon, Sue despatch** all package* • 
by lirit class mil) within twn at 
ihr-ee working rieya of receiving 
tile ordrtrw. Therefor*, yon eati 
normally puptol to t<™(TB yft*r 
p*rc*i about * week to. 10 day* 
fcffex6irdc«iiMr. 

tf (t** d*b<y«d hoy <ms4 Bwt* 
chiii«t *» yft^ 1 ** ordered * fc«* 
which hain't f ci b**n t*l*»»*d or 
i» (wtnp^nrilf unavailable. In 
wbicb c**r m phone call Ircm 70a 
WOffT Speed things np. (In fact 
the reverse - phone call* *r* Trrr 
*ame-«»*»miog,) H a long delay 
were likely we'd :et y att kraorw. 



PLEASE BEAR IN MIND 

1. The' fact that a a rogram 1* «v 

Tie wed in the Ttsagazin* doe» not 
guarantee tis aT4i5aii]5fy tones 
<4n« software it '- reviewed 
BEFORE it Itmi irtnaly bees 
rel*»*ed. 

2. We are nippy t* reFtmd ycttT 
Order at any time np to the de- 
•patch of th* g(Knl5. Bat b*can*s of 
tha poHLbUitr of copyfag s-eft- 

•ware, no refvnd or e*cb*n?e i« as 
alternative piece of sofrjrirt* can 
h« given after Ihey ban been Ac- 
,*patcfeed. Software wbJcb doe* act 
lornt tti*y b« rot-armed far a re- 
placement cane lie or diec csn- 
tainino; tint fint ***twue etlber te 

'** «T directly to the ufrwtre 
turn** concerned. 

3. We try to be ** necwritt* a* we 
can With detail* ef price, Mmpati. 
butty and dteh availability, bnt 
cannot accent tinbibty for any 
error* that creep in. 




OVERSEAS READERS WELCOME 



CtaadiH* in th* Ruptiblic of- 
IRELAND caii order Any of then* 
tfao&v at ih« name nutea a* .Jtrjttob 
r«ad*M provided that payment ix 
made tn poundt Shirittttj, If yoe 
wi»b te pny in Irinfe pootuls juv 
milt add, a : 013.00 laiohaiga IN 
Addition to allowing far fli* 
cnr*ent «K«b*n^e irate - Ourt'» 
what « t.-oRti at* t* pny tn y*m 
cheque* ox postal »rd«rt. 

HewdexD «Liewh«ro - in 

ETJJtOFR inimi *dd £l per enjftwve 
iterri ta the cA»t of their otditr. 
JPiiymeiAt trtnat her in JummkIh 
StcrJmq 



S«jn<( i IH !n*rt p(t*spftvrse«t to , A n. Wal t Ortf*T. 1 8 Pifwwood Drive. Som«Hon, Somwstt, T* H 6JP 



MAIL ORDER FORM 



Name , ...„Telephoneno.{rfposs). 



Address, 



.Postcode. 



Machine owned; CCPC464 CCPC664 DCPC6128 GPCW8256 JZPCW8512 

Entw 1 ho pnjjrarrra ycu wraft la or dw in th» ipicB3&*ls*. UndwffitCE JWU must totw tf» full r^^H priw , II ywj want mo™ thin lr» *ornt, 

you should list th*m en a s*ear«i» vme* «< e 





SOFTWARE TITLE 


SOFTWARE HOUSE DISC/CASS PRICE 
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Tie* en* of Hit fallowing teeereing I* y*i* P«E -3 IKOUMT TOTAL »r,d *nt*r tK. numtw W o* cn T 1r»* fli l-,i«J you k« ■nUEim to cl.im 

Under C5 J E5-9-99- 1 enclose a BOpdiscouni voucher [^£10-1^.99. I endow a H discoorvl voucher. 
_ £15-19.99'. I encaoseaCl dtscourrt vouchor and claim Trea gift numbef^. (Second crif>oe^_.) 
~ E20-2&.99. 1 enclose a £2 dtscounl voucher and daim free oiftntmnbaf (Second dioice .1 

£30-40.95. 1 endow a C2 discount voucher and daim a 3" disc" OR toe* gills* Nos. arvrf .(3fdcf>ok» .} 

7] Over £50. I enclose a £5 discount voucherandeLairTia3"disc*OHf!ees<its"Nos, ^and .(3rd choice J 

'De-Me as necessary 



TOTAL PAYABLE FOR MAIL ORDER (^PRE-DISCOUNT TOTAL flimMS discount}: 
A4tfth*ra«ite in* amount etyaWt- en *ny *p*ei*[*f)x»>**md on itwH (id*. 



ss 



s? 



$&& 



o 



,fffi^ 



Svc* 



V^r^ 



Save £5! 

ARNOR WORD-PROCESSING 

Fantastic discounts on Pretext, Pro merge and Pro spell 
CPC 4S4/564/6128 PCW 8256/8512 (Piospetl only) 



Save £51 

VORTEX VALUE 

Any TWO cassettes only £12.90 
Any TWO disc* only £22.90 
CPC 464/664/6 1Z8 

Three times in recent months Vortex have 
released software on the Amstr&d. Three 
times they have won critical and: popular 
acclaim. The games are Highway Encoun- 
ter, Thb, and Alien Highway, You can pick 
any two of mem for a snip. 

Highway Encounter has been de- 
scribed by tome as the most addictive 
game they've aver played- You have to 
guide a Terratron along a hazard-filled 
highway by controlling a dalok-liko Vorton. 

Als&n Highway is (he follow up. taking 
the game idea several stages further and 
making it harder stul to finish, 

TLL. the odd one out, puts you in 
control of a Tornado Low Level aircraft 
trying to bomb targets dotted around a 3D 
landscape which scrolls around the screen 
so smoothly you won't believe it, 

All three games normally cost £8 .93 on 
cassette and £13,92 on disc, so you can see 
our special offer is very special indeed. 



Amors word-processing program Protext 
has established itself as an outstanding 
piece of software offering CPC owners a 
range of professional features totally unex- 
pected at the price. 

It is also astonishingly fast. Jumping to 
different para of a text file, search-and- 
replace operations, moving blocks of text, 
re-formatting - all are done almost 
instantly. 

Two additional programs vastly in- 
crease its power, ProM&xge offers a full 
mail-merge facility allowing you to carry 
out long print runs with details of each 
individual document or letter automatically 
customised. 

ProSpoU is a last, multi-featured spel- 



ling checker which comes complete with 
30,000 word dictionary. Unlike ProMerge tt 
can be used witn other word-processor 
programs such as Wordstar, 

Now you can buy any of these 
programs at £5 off the normal asking 
prices! So, for example you could buy 
Protext on disc for just £21,95 (oi on cass- 
ette for just £1435). Or you might prefer to 
go for the ROM versions (which load inst- 
antly and give you extra memory space for 
your documents]!'- These will cost just £34.95 
for Pretext or £29.95 for ProMerg*. (How- 
ever you will need a separate ROM board, 
not available through this offer.) 

For full details of these super-low 
prices, refer to the order form on this page. 



SPECIAL OFFER 





SPECIAL OFFER FORM 



Fill in your name, address and machine type on the reverse ofthis form. Then place a lick next to those ilems 
you wish to order. 



1 . Amor word-processing 
_ Protext cass £14.95 
~ Protext disc £2 1.95 

J Protext ROM £34.95 
I Prospelf disc £19.95 
J Prospeir ROM £29.95 
J Prospell PCW disc 

Promerge disc £19.95 
~ Promerge ROM £29,95 

2, Batman 
] Cass £6.95 

Disc £12.95 



3. vortex value 
Tick TWO of the titles on 

cassette tor £12.90. 

□ Highway Erie, cass 
| T.L.L. cass 

I I Alien Highway cass 

Tick TWO of the titles on 
disc for £22.90. 
1 Highway Enc, disc 

□ T.L.L disc 
] Alien Highway disc 

4. Mexico "86 
| J Cass only. £7.95 

TOTAL NUMBER OF ITEMS TICKED 



5. Gargoyle gasper 
TWO cass titles £13.90. 

j Dun Darach cass 

j Marsportcass 

] Sweevo's World cass 

1 Heav^ontheMagick 

TWO disc titles £21.90. 

] Dun Darach disc 

] Marsportdisc 
Sweevo's World disc 
Heavy on the Magick 

€. Magazine binders 
£3.95 



□ 



TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS £ 



I enclose a cheque Of postal order tor this amout, plus the total payable for mail order on the revorso olthis 

form. The payment is made out to FUTURE PUBLISHING LTD. 



PLEASE NOTE 



Thete offer* ar* separate bom the 
rt*i of gar ro*il ordar tchame. Yon 

cannot di* the voucher* on the 
null 6*der page to obtain further 

dltcenntj and fret gift* - wr'n 
already Iraockerl off Ibe moil w» 
*»n< However il you prefer, TfOlt 
may order any of the itemi on this 
page at tbatr NORMAL FDli 
PRICE through the ordinary mail 
order icheme on tlt« ptdvitmn 
page- YoB can then a is the relev- 
ant Teacher and, if the price n 
over £15 claim a free gffl, Tni» 
ceroid make aanae if you are order- 
ing other good tat the iimt time. 



Save £21 

BATMAN 

Only £6.?5 c**s. £12.95 disc 

CPC 464/664/6128 "« 

Holy smoke! This fantastic Ocean game b 
going at £2 off the normal price of £8,9: 
cass. £14,95 disc. Having won a hot, hoi Ai 
rave rovie>v in our May i«me and the cove 
slot of June, it jtut demand* to be bought. 

The best 3D graphics /el. Massivt 
playing area. Bamboozling puzzles. 

Run for it, Robin 1 



Save £2! 

MEXICO '86 

TwoHiictte package only £1.95 
C?C 464/6€4/6 129 

This program from Qualsonv which has only 
ever been available on mail order, ha* 
attracted something of a cult following as 
the thinking person's football management 
simulation, 

It places you in Bobby Robson a shoes 
as you try to lead (he England team from 
the pce-qualification stage right through to 
victory in Mexico. You have numerous 
decisions to take including team selection, 
taciscs planning and substitution tinting. 

The package, which includes a 30-page 
booklet, normally coats £9.95. 

What better way of celebrating the 
World Cup summer than indulging in a 
little trial of strength of your own? 

(Pleai* note, this product ho* no uaeciainati 
with FIFA nor wiih lha US Gold till* World Cup 
CjiTitivrntfr 





Sov® 



diaos 1 - 






!.*Sfc" 



***** f J*^/ 



,eX^* tte^^rf *** 









tf c( *^uo*^ 



***fe1 



sv 



ec** 



Save up to £6! 

GARGOYLE GASPER 

Any TWO cassettes just £13,90 
Any TWO discs just £21.90 
CPC 464/664/6128 

Gargoyle have proved themselves to be style 3D grap 

one ol the greatest independent software tertaining anir 
houses supporting the Amstrad micros. Finally th 

Now by picking two of their very special input adventu 

games you can save yourself a packet. DUN a second stum 
DARACH was their first release - a huge Three of I 

arcade-adventure with Celtic atmosphere, on cassette an 

AA Rave. oui being Sw 

Then came MAHSPORT. another big caw, £12.9S c 

arcade-adventure with stunning animation order, this of 

but this time a futuristic location. It won the economic w 

A A Master game slot, company's 

SWEEVO'S WORLD featured Ultimate- software 



style 3D graphics, wacky puzzles; and en- 
tertaining animation, Another AA Rave. 

Finally there was the innovative text- 
input adventure HEAVY ON THE MAG1CK, 
a second stunning Mastorgamc. 

Three of the games normally cost E9.3S 
on cassette and £13.95 on disc, the odd one 
oui being Sw&evo's Woild which is £6.95 
gass, £12.9S disc. Rut whichever two you 
order, this, offer provides you a superbly 
economic way of checking out this 
company's challenging, state-of-the-art 
software. 



FFERS 




** 



• 



There's been hot competition this month on some of 
the newer titles, including Batman with some very 
impressive scores thot even PCW owners can have a 
crack at now. The Mastergomes Bounder, Get Dexter 
and Sp'mdizzy have all had impressive scores, with 
four people completing the Electric Dreams classic. 

The two Elite titles Bombjack and Commando are 
still keeping plenty of joysticks busy, and there's a 
very impressive score in on Btaby's Wriggler. One new 
addition to the chart is Classic Invaders from Bubble 
Bus and just look who's got the high score. Our very 
own D\ Ta verier has threatened to make more ap- 
pearances, so watch out, boys, because she is MEAN. 



Ahhh! 

28$ 240 (Level 88) Alan MJinr. Coapon. 
89.380 (Level 55} bee Hoary . WiUall. 
36,1+0 Dene Graber, Eedtoid 



Airwolf 

38 &t?en Wiidei: . Che Uv. J am 
2. LV3 Amtr Hwais, Elaikwood. 
2 040 Ryan Hiiiiri Ljr.avady 



Allen Break-In 



KIT, ISO lata KiScuiii:!, ulaagow 
280,880 Grume Taylor, East EUtarlda. 

Allan Highway 

82,730 Jslf Edwarda, AberdHen. 
73,280 Deb Wade, Samenon 

¥4,310 Ma«Sua Puun, Pnrton 

Amsgolf 

4Qa4tou Raben Cajriw, AM«<ahoi, 

81 tht>4» Daniel ElfcL-igtcm, Sollholl 
SI ihoti Mark Larnpen, Hord , 

Android One 

17,680 David Liiterland. Bolton 

18.860 David BnnUi Tetford 

1 1.460 David Cabarw, Wy**»*Jiww*, 

Android Two 

36.480 Snjptunn Raggert, W eatb aura e Park. 

23,180 Pan] Clarke. Bamiley. 

20.780 Henrui Weamood. Nair Maiden. 

Barry McGuiqana Boxing 

S.Q60.000Ds<nd Fmjwy. Bununghim 

Batman 

] 1 ,400 ti uur Aafi, Souihlteiii*, 
9,794 Leiojti Wjjriari. AJion. 
8,328 Andrew Kamw, Stockport, 

Battle Beyond the Stars. 

31,190 A MtEwnft. (tuitmrLDocti. 

36.600 Andrew Fry. Parttutl. 

30^$O Hemming PodDf Mil, Lomvig, 

Battle of the Planets 

897 John Ciiloi , Shaflseld 

820 Neil Wttaon, Bourn*. 

+58 Paul Edwardi. SwYortaqe. 



Beach-Head 

124.500Pete.i CeCuU. CJme ran. 
34,3Wftti Maefcay. ArmlhOrp*. 
124.300 Rik, Catftht.* ■ 

134,300 Jonathan, ftaker. BidboiOuqh, 



Braky 

33,375 Paul 6wgg , CrafUham. 

Blagger 

73,300 (Level 14} Stuart Moriey, North 
Annum. 

56,525 Ajr(*i«r CfilChlajf, SrwclaielL 
8*,360Graem* Taylor, EaalJCubrvlc. 

Bomb jack 

1 .289,920 Leigh Wariett. Ahart. 

1,014:570 rtonuld Conroy WiDesdsn 

Green. 

5B0.3W Sihmj ii Cuddolord. JCenilwonii. 

Bonlderdash 

1A-5F {85,923: Simon Cuddeford, 

Icnilivorth, 

1A-OT (51,382) MiehMl Vajfwsy, BaiUe. 

1A-SP (48,788) rohn Carter, Sbnffield. 



Bounder 

361,180 Ojisfiari Viler. , R imnjaie 
310,550 Gerry Hughe*. Crantebgtl 
302,600 Thomas Heart, GuntftorpO- 

Bounty Bob Strikes Back 



101,000 (Level II) Colui Davia. Dumbarton, 

$2,140 (LevtlS) SMwd Ran*. MutoT Part. 

Brian Blocxiaxr 

13,830 Stewart McConc, Pantniiad, 



Superstar 



Brian Jack's S 

Challenge 

4,818 David Millar. Johnccone , 
4,788 G*orge Reave*, HiadJord 
4.672 Sean Login tlikmmihilL. 



Cauldron 

399,840 |OUI Clark, IVo 
2Ol.e00St«T«n Par lam on. Hoi bury 
140.400 luUan Wilton, Kmhtetrh 

Chiller 

8,700 Un Grauigor, Wjagmnt. 
7,900 Lloyd Butler, Bumjng ham 
7,313 Ian MeKiniiOn, Glwgvw, 

Chimera 

■5.913 Oitloid Fonton, Ripley. 

E.3C* CM CnlMi, LortdOn. 

5,071 Richard Pamboiton Ghaxllan. 

Chuckle Egg 

5.081 j060 (Lewai 3$8> Alan Steele. Djdcet. 
3.^80,24(3 HLovnl IBS) Andy HcCammonL 

B'Jli^eO (L*«J *0> Cail Mollart. 



Classic Ititfidets 

Dn Tavoncr, Somcrton 



Codename Mat 1 

1,1 B3 Nidi Allan, Hilton. 
1,142 Ciaig BMlay, HatfirJa. 
1,108 CeonjB RaavM, Bradford, 

1,108 Mldulol DuJMi. Bnnnyiig^. 

Codename Mat 2 

83,87 S Sandlos. N«<» Trcdcyv. 

53,lD0Kol*W Quite. TeUoid. 

43.700 Kichard Om«oe, Bott- 

Combai Lynx 
884 .SOS P Muter, Xmrnmaig. 
943,70t? Andraw Fry. ^!»MB- 
810,300 Owen McCarvoy, Claaguw. 

Commando 

371 ,800 Niefc &irmingliam, Hamaey. 
346,680 Andrew JDTUtini, Holyhead. 
197.860 Khln Wan Lai .-lull. 

Confuzion 

$90,COS I.Uivrtl 56} Lamaan Ball, Cowley 
147.14S (Lovftl 3!} Duncan Elii*, Bkley. 
133,863 'lutt Crandm, Pcnylart. 

The Covenant 

98.34C «]d£ Monn. DurataMe. 

5S.480 Andrew Hnpvc. Stockpon- 

BS.446 &iuan Thorn, Bratol, 

DT's Decathlon 

f One day onh/J 

19»,870JP Croiman, Edrnonton, 

130,860 Graomc Tuylor. 1,-isf SiLnTiuii? 



148.780 Tira Cnmty , PMMHya, 
I>T's Superleat 

(CombmstiBm of day one and 1 rf*r nro 
oooe ftscfl.) 

88,890 Hark Horton. Creenfoj-d 
89,944 John Kaidlag. Chippcnhan. 
SS.2SZ David Sug . Belfwt, 

Death Wake 

173,102 Janmhan Woat, Romford. 

Defend or Die 

4 ,340,000 Sbivon 9*itBon, GtalMnham. 
3,800,000 0«ryl Ward, Wiqaion. 
S.87I ,639 Paul Hyefl. C^ieltenhani 

D*vil'a Crown 
83. 1 70 Pataiwi, TiUiCWUtry 
62,8408 Smite, Two Mile Aah 
$0,^80 JAM Th*mp*on. BUcipc-ol 



Don't Panic 

12,000 Ka-hrynUo Urn. Uuntermtnfl 

t, ISO D Collin, Dunforrolinu. 

2, ISO Cratg fhoRuion. BuirjnMU>fi 



Doom of Doom 

131 Frnncio Jam», (nvorpool. 

70 &«lfry Hughes, Cranleigb. 

Dynamite Dan 
3,000 lam McKumon. Ol"guw. 
2,867 Catm lajwteaa, Cabra. 
2,180 Rtclurd Burtcm, Helalan. 

PariTO Treddy 

*, 118 Jerome Chui. Caerphilly 
4.03S Alvin Thompeon, Hebbum 
3,410 Thffmaj Tateld , Aahlard 

Er*bert 

1 42^80 Graham Thomas, Faint sm . 
132^00 LiwrsnoB Snu'ih, Newpon. 
1 32.MO Julian Caler, Ewl3hc=n- 

Everyone'a a Wally 
H.TO0 F Miller. KettBiing. 
3.180 Anlony Cniehl^ y, BrackjitU. 
3.000 A Grimstun. Blackburn 

Fantastic Voyage 

5&3S0 Atex Gwinn, Spnngficld- 
4 l,S» NK*7 tea. Banbury. 

Fighting Warrior 
350.160 Wayne ruhxi, Gtoort«t=t. 
348,110 David Cobane, Wythenahawe 
206,000 Rick Ailct , |{Diih*m. 

Flreant 

S4,7O0O*vi4 Smnur, Bourne. 
54,000 David Cobatie, Wytlteaabawe 
38,800 Gary Bncktey. Fue- 



F rankle goes to Hollywood 

93JB09C88' ■':■•-. .iil Whae, PUa al uoii 

88.900 (&3*i) Karen BnaH, FoQceslone 
84 JSWi m %) Nea WjIub. eaume . 



Fniity Frank 
86,200 J Brown. Wo*tfi<=;d. 
40,600 AJvis Tho(naps.on. Hebbum, 
36,010 Andy KeeMC, 8f01^^Y- 



Galactic Plague 

6+6,600 Oaiadr [ones, Whitstable, 



403,180 Malthaw H*«Ty.$U^o 
22L8I0 CSim Yarwood. Amble 

Gauntlet 

SO 1 ,900 Jona'J-.iii Stw w. J.i*Kcaid. 
1 17,330 Andrew Powall. Darlaatm. 
42.840 David Sctiijiinld. RsrfDId. 

Gel Dexleir 

141,800 Paul Nowrombe.Sou1hpc.Tt 
138,400 Simon O'Conmall. Sidcup. 
134,200 Simon Brereton, AUarjar, 

GhoAthusters 

fOne panie from 510,006 aooocuitj 
68,800 David HamraoBd, Fulwood 
48,800 L Watieit, Alton. 
+3,100 8ty*n J*n»*. Qev*d«v 



Ghouls 

37.547 Robttil B*oly. SoUtull 
I | flJH T>nviil Rlinix, Tiriford 
8.640 Peiei Wngb( Sf^urpfirt 



GiUigan'a Gold 

821,191 DavHt Fwlay**, Uwidae 
889.10O Michael Clajk, Midlothian. 
901,780 Ian Loitcb, Btejidford Camp, 

3D Grand Prix 

18,420 Michael Thomson. Weyfcridge , 

iI.BM5hanA rfe*man, Gfiapen. 
18,860 Graham Pombortort, Sheffield. 

Grand Prix Rally Z 

8S.3&0 CadBaTfiTalake. Woodham Ferrer* 

83,184 David Pumi^aii. Uythaia. 

T0.QH FJ Griffith. Birkenhead . 

Grcren Beret 

111 flJO CharUa Mbakwe, London. 
78,980 Shaw Spark*. Loughbon. 
88.8301) Itoborta, Sidcup, 

Gunfright 

1 7.838 Martin Holland. Schoies. 

Gyroscope 

HfiSO Sunin Dejtnis, Menston. 

m, 1+0 G«OTg<s Pe4*ea, WiHavy. 

28.6 10 Lao Wc>lihon. Hancrvoitw . 



Harrier Attack 

»!5 84C'l«fl Ami, IdWHham. 
;50.4SOOiahamHoaE. Deviuo;. 
7SS,100Sinon Bcidcm, Pudiey. 



Haunted Hedges 

289,470 CLaiia Jahiuian, Stitlon Coldlield , 
274,900 Dominic GtrurlSy, MaAffiald- 
1 13,970 Pma Stigg, Grianfliara. 

Highway Encounter 

242,100 Stephen Raggett. W«»lbOunw 

Park. 

1 14.900 Craeoui Taylor. Easi Kilbndfi. 

1 49,370 BG Mrtteftger, Perth. 

HKchhlker'a Guide 

328 KotjibUi Monow. WeaUuB. 

Hanchnack 

2,568,690 David CtayEjertoft. Runcorn, 
] .613.703 Andrew Powell, DwlaFion. 
1 .S08J0QO Mifhaal Clark, MidlciluEin, 
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Hunchback Z 
17 . KN JaJM CaTpvHtf, Abeaneaky. 
9.000 Aftditw Purdy, lN*f. 
6,550 SttY^nMeDr»jil A liiml a f i. 



8.230 WflanM O— ■■. Mil Ji 1 1 - 
Hyper* pom 

1 1 1 _S5 Qr-id Cob*u, Wyihensha.. 
IE. S3 1 JFCorcrnn. Edmsma. 
I SB SB] Li-*T*ftc* S earth. Sewpon ■ 

Jet Boot f ac k 

' 334,^00 jyucn Kali. Aihfeid 

398.900 David Fmlaywn, Chsnd**. 
, ItljBSC Alan Wabton, Inverness. 

juggernaut 

*8jJO0 Erie Henry. Drogheda. 

16 ,200 David Whit*. FiTBirood.. 
4,500 Mteftas-1 5p*eia F Donogtiadei?. 



Kane 

37,821 D«'CjJ Cohane. Wyrhenshawc 
3J.546 SiBiCft Andrew*. OcspoiL. 
20.583 Dmvid Caadiisji. Wfcs: Denton . 



Killapede 

58,62$ Anthony Bai-fen. SiaJIoid. 

Slier Gorilla 

SW.SOOAndttw Pvwvft DaitaiMn. 
375.000 Atinan McCrvern. Dorcbene". 
$*S.*00Ctn*|rwpt>cr Devlin, Si Helens 

Kong Striken Back 
648.800 Lawrance South, Newport 
646,300 Mark Bnyilnw, l«>d>. 
S33,90O Our |otiftion, Sutton ColdTickl 

Euag Fu 

1 ,083 janaon lUgon. Gra vetand- 
084 fater Muitrani, Fawley . 
900 lam Mctjnnon, OJaaoow. 

Kong Fa Muter 

338.900 Pwtl Hyatt. Chetenhaan- 

a Have 



Laserwaxp 

f 3*3,7 JO Outui CoMtien. Fitoy. 
I 207.000 Michial W»u, 3!oorbii<Jq* 
l*e,B6C T Groqin, Alickbum, 



Locomotion 

i 3,543 Cbnatophm Dig. Lon do n. 
fi.ifll Mike DrurT. Swuiwr,. 

3,566 Michael Dawrua, Dalaton 

Macrocoaroica 

18.064 Matthew "Joyd. Maikat tiuborough 

1 1,674 Jenmlier Gtoal , Fuuvar. 

340 Mr Talbot, AftGo»#r. 



Manic Miliar 

®0, 1 13 Wigfiw L*aroyd. Braml*r- 

31,722 ;tCi Cotulai. Dublm. 
94,668 hiaran lun Solihull 

Hindu 

£38.1^ Mark W*gn*r. Pinner. 
£24 3*4 Oaorga Hanvaa. Bradford. 
£22,098 Mark TdW, Canvay Wwul. 



Moon Buggy 

SBS.1O0 L»* i tacB Ssfuih, Newpon. 
327JiO Patncir Cra.-it, HnLbTOgbi. 
1 15.000 Nedl Wiugh, ThetfoTO . 



Moon Cresta 

77.1A0 Shn-jti &ou:nc Oldham. 
SA.SSO Divjd Watson, Alceater, 
4P.fl.15fl h«o<n Collins, Edgw^je. 



Mr Freeze 

16 ,970 Stua it H j(chmi«v Heading. 

16,840 Pet* i W tight. Stompon. 

13,670 Jamie Thomson, lioighion Buniid 

Hatut Monty 

49,980 Simon Seldom. Pudcey. 
46, 160 Waitui Pajaaw. Ferton. 
fcjLflBPhil Wind, BXBntwiOOd 

Nightshade 
L,3S4,000 P Miller, Eetla ring 
1,223,000 j-.Mian tfnnn, Newpon 
865.300 Sell Wtara. Bourne. 

Nomad 

SOjliaa Mart M-ocr, HetWn. 
12,790 Aantn Sill. SkeOair. 
-1.700 6ty*n Janw*. CHr**do«i- 

Numbe*On# 
1,822 Janaon Ra^on. Gjtvcstuun- 
1,363 Graeme Taylor, East Kilbrido 
1,222 if Scon, LCmgndgc. 

Obsidiu 

13,700 D*™i Cobane. WyihenarLawe. 
13,900 Duagh W»ri. DnbOin. 

One Man and his DxOid 

16.3SS Stuan WnylB. Miiuieftam. 
15,391 Simon Bool. WiSwu. 
15.590 Noal McVea. Bangur. 

On the Run 

74,1 10 Dutel Snjnnaa, SoaituapKUi. 
7* ,060 Patrick KcCorrr H Balfwt. 
60,000 Kuijti Smgh, Oueen'i Park. 

Pinball Wixard 

42.7 13 C rufl- Ee«nc , TTtomion Haa'Ji 
4 L ,078 SMpben Cr*T, Ctararloa Dowfl. 
3 L ,713 Roger Wilton, Bladcbuin. 

Ping Pong 

39,47* G*f «Tf Haflhaa. Cranlatgh. 

10,740 Sei Km Chan, BvUaaT. 
10,700 Boburi Paik, 8iCH£kloT 

Poachy 

1 . 132,330 Hark Sail, irtam. 

w-S.-KC MjcJ-^al ftradtiay. Starnar. 
238.900 Aba jtnHonm. Wotf*rhaatp«oa 

Radio ne 

34.930{7B:%) 5nurt WhrW. Allimcham. 

Bali 

3,120,390 Mark VarLiy. f^]4w**ld. 
3,114,000 WdlLam jankuia. CiamlinDton. 
1.902,090 Bryan Jar***, Cl*v«4o«. 



Meaty on tha Run 

9,900 Maicua Puaanl. pa rim. 
9,000 Jutttn Maaao. Shanklkn. 
4.000 Hajtb. Holland, *cftfila». 



AUGUST 
CHALLENGES 

Score challenged 232,164 on 

Ahem Breai-Ir. by Paul 

Mackenzie. 

Challenger and reason: David 

Cobane, You. can't ge: a 4 n it,* 

end of a score, just a zero. 

Score challenged: 53,630 on 
B/agger by Alan McArdle 
Challenger and reason; Jon- 
athan Be vis. The nunirnurri score 
increment is 25. 



SPECIAL GUIDELINES 

Oil Ac tolloirtiig $*ra£a yt>* ma>L ««l«r 

fa«z icon «c««r4uif 19 ibaaa 

guldellaac: 

SOULDEK HISS: le*ti r^*cfer-d, r,sE 

IHUCX LTE- k«» if* daacraykaf ta* 

WiiarfoBn; 

»f» S17FE«TEST: combined HHH tw 

daya ace and tin pl>f*d tiusufb out 
ooiy. 

C;HOST»tTSTERS.- ^c^ite ■:tie»<id Aftu a 

■tkfla (in* rvuttaq fr»m a 310,400 a<^ 

count Umlt, 

3D ITAUTUEr: hlfkeai tcotm lor <™» 

MUi iroagl *ll sta^fta at aiy laT*l. 

HI nut riPEUm; II; bifbvan *mm aflai 

e aaajla H a.^ 16 ishii 

TAC l. til; rjda C0li*ct*d 

WIT OF TEE EXPLOSWG FBT: fcjtfh- 

•M ican aAc r defeanaf iwe oppoaantm 

TIE AA ATKC IT: tdf a«a« mn Ins 
dafaarlaf arti e:gii sppcuaati. 



Hambo 

$ LG.050 Ciaeaie Taylor, Eass KUJbrulc-. 
.IOt.460 Ftutrp Rou-Jedge, SoiderlaTirt 
431.530 Ronnie Aojncnr, DirrtM. 



Rock'n Wrestle 
1 930.330 JaitEon Itagon, GraraaandL 
1 13,900 AJci Ciutt BtQsm. 
!04.l»TKLi.BirkerdHod. 



Rock Raid 

3JuTS0 5lBplnJiiG[iy. &E'r 
StjaH Ian CiMon. Kngicley. 
30.640 Sftafqal HaauJ. AUoa , 

Saboteur 

S 1 ,500 1 FMUip*. Moraiea. 
44,000 Owen Mc<J»TT=y, Palksk. 
43.600 Jar oma Chui, Caerphilly, 

Sabre Wulf 

931 .230 Jctniiliin E^vis, Faxeham 
7J1.S4S Brfari HA, K«lidnle. 
7^,4*5 Pau! Stagg, Grantham- 

Shognn 

88 1rawo« OtBiara. SkMBertiH. 

Sir Lancelot 

02^40 tLevsl 1 49) Scn-^r. Davies, Filay 
59J830 CJM MeCoiiian. Birminojrwii. 
15.4C0 flw-raJ. 26} £te"&n Scllwo^d. 
Wamham. 

Skyfox 

218,300 A Porter . PBturboiDncjh. 

113.900 CD EUli, Ktlttiook, 

i 1 . 700 ChT« FncdrnajL denrotha* 

Sorcery 

Many »pe*c* orer 97,000 

Sorcery Plus 

200.317 WX Roberta. Fetton. 

1S7,946 Matthew Huntmgmft. WuuiermeTa 

134,430J(vanneStnrtrjn,Orpinc5i>a. 

Space Hawk* 

79,660 Onnurut; Hegiiiy, Cork. 
TZ,S80 Mark Wjugtier^ Pimiwi. 
77,060 Da*id Dakar , ClrciuiMiaT 

Spannerrnaa 

100,900 D*™i PifiUyaon. Dur«*a»- 

«,$00 Julian Cam, Eaat Sliawn, 
84.900 Andrew BrooJt*, Wajrlooton. 



Spin dizzy 

1 230 ;«weU Li,"i and Pa&J Hopkutfion. 

|2ajBatt)UlH*nd4H»on.B riih a m 
1 220 jewBtelniun Htua Afl*»&tirr 



Splat 

23.640 Sunaii nJmje*i, Coapot: 



23.33S David Cofauw, WrVnwMn* 
13,210 Roy Wilhaffu, London. 

Star Avenger 

20,680 Hick Allan, HJlon 
17.B60Dkrld Mot-, tubnciilocti. 
17,330 Eavmlradahaw, Pile 




YOU cart enter YOUR high- 
scores and win the chonce of 
nationwide fame in These 
pages by using the High Score 

section of our AN-in-One 

Ac Hon Form. Cheats, beware, 

if your score is challenged and 

you can't validate it, you 

expose yourself lo public 

humiliation and shame! 



Station 

39.E0O Craem? Taylor, E*f i KiJbnde. 
3B.30S SJulqai ftaaiJ. Alloa. 
32.91 1 S4toi9iactr. E3ihAm. 

Starqnake 

233.239 74*, Kcfaerl Dciictan, DagfeahaH. 
&6A5S 89% Srwn CudAciwtl 
CcnilworUiL 

I$«|J30 58'i BnanSmilh, Wft« 6rotnwi£Jl 

3F> Starstrike 

fOss jrwEf thn>v gfi ail? rraow a/ an r Jtwt'J 
eOS.BOO Ian CasscHi. REgs-ley. 

600.000 Chni SuiiiwiJ, Gl'JtJJitiilliiu. 

796.MB Gerry Hi.ighM, Cra-nlw^n- 

Strangeloop 

38.49B Paul Jolleya , Wigaa. 

34.JJB Pa nl Ncirratfnbfr. Blltdale 

27.397 Juban Cater, Ea*t Sheen 
Super Pipeline £ 

(Finf IS pipes) 

200 .940 Da«d Itakkaauav, Horbury . 

149.036 Rik Crainai. 

I39.3S0 Roy WiDui», Acton, 

Snperaleuth 

3SJB0O Briajj Hearey, Irrine 

30,300 Ounald Sluiit.ey . SeuilLliOrpe. 

Survivor 

436400 ttT rfcttuiunga, ETrindon. 
367.500 Paul Edward*, Broaise. 
302,900 Eddie Filkms, Runcorn 

TankbtuteiTB 

21 .000 Matlhew Lloyd, Hurke; Harborough 

18,300 Ian Botnn. S'jnbury -on.-Thaniaa. 
3.3&0 Iclrin Clajf ke, Te/Bord- 



Tan CerJ 

24.666 I3J Todi:) Aniony Crtenkl 

BractsacJI. 

22,662 -00 rOrls) Htrys land, Onon 

Sold hay 

21, 1 16 1» joiij Eric Lagan, Carmyle. 



Thing on a Spring 

30,911 Mareua Paaaam. Pcnoti. 
Zl ,303 Rciuue Agnaw, Dotc-coi 
: 4,800 EtBTvn Dmadale. ScumhoTpa ■ 

TLL 

201,460 {Lanl 82] Da-id Finney. 

Birmingham 

88.660 (Level 26) A Ru*y, Eaay M o l Wi y 

ffiJMflo-roJistRS'iargw.Pftflinli- 

TrollieWallic 

8,763 Paul Wingar. IpawMh 

Turbo Eiprit 

18,190 G [Attain Pambftfran, SheKwkl. 
15,790 Matthew Lloyd, Marktt tfarborough. 
12,880 0w*nMeO4iirifT, PoUok. 

Way of the Exploding Flit 

Score ailar bmmdng 2 man obi J&ftf>ani 
99,200 JanaOfi Ragon, CSi iveahacti, 
66.300 fSuia S*ck«r. Nunlhorp*- 
BB.000 F»aJ ttfipku-Jtca. Wool, 

Who Dare. Win. Z 
440,300 Mark Viul*y. FtUewftald. 
389,660 Irian HoylandL CotuabrOqfrh- 
UX, LOO Aftd'aw McMalr, Podaay 

Wiiaid'i Lair 

tHuMO Staphan Raygvti. W«tboiuna 

Park. 

198,380 Adrian Laden, Stockport, 

153,000 Paul L*w1a, Not tnwieh. 



Wriggler (Blaby) 

9 585 Andjfi* WtuSm. Br04d«tai-i. 
7 330 Brian Smith. W«t Brepiwich 
6 .H8S Dand Coban*. Wyrhoruriawe . 



7|n jjf Kung Tu 

,;£eeti far d*t*M2ng&iii S epponan »t 
513.723 Ernaar Nalacn. Ballaii. 
519.700 Cobn MeCiaa. Edmboratl. 

493.680 Darli JtOa, iau**t. 

ZOTTO 

949,990 Naal Trunr.saor.. Co. OowT. 
310,380 Coto Winter. Otanthun, 
44,800 U* MfMahon. ManchMcat. 



Yon can t» nh with ■ 



OF D ARKN ESS 



Draw an adventure cartoon and 
win a glittering prize 



Out of the darkness a diamond gleams. It's worth 
£1 00. It could be yours. 

We're offering this and ten other great prizes to 
celebrate the launch of Jewels of Darkness, the now 
Level 9 adventure trilogy being released by Rainbird 
Software.. Each winner will receive a valuable 
voucher from jewellers H Samuel to be spent on goods 
of your choice: rings, necklaces, watches, earrings, 
whatever. 

To enter you just have to send us a cartoon on an 
adventure theme. Those that are the most original, best 
drawn and above all the funniest will win the prizes. 

The cartoon should be submitted in black ink on 
white paper. No colour, please. 

There is no restriction on number of entries. 

Any of the cartoons which we particularly like 
will be considered for printing in a Mure issue of the 
magazine. And if we particularly like your work we 
could ask you to do more for us in future and, wait for 
it, be PAID for it! 

Send your entries to: Rainbird' Competition, 
Amstrad Action, Some/ton, Somerset, TAtt 5 AH. 



Kt 



ONE FIRST PRIZE 

Tour choice of H Sunset great worth El 00!! 

TEN SECOND PRIZES 

You choice of E Samuel good* worth £10! 

All prize winner* *Uo receive m copy ofRainbiid Software's 

Jewels of Darkness on cassette* or dike worth up to £20. 
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CASSETTE 



DISK 



&** '14 



JVUmitaurfd la che UK- under Hoik* from 
M1CR&P905E SOfTWARE br U,l CoM Limits), 
Unit 10, The Paricwjy UjJusrrfsl Cairns 
HffiMB Stnet, flimrnsf jm B7 <ltX letaptotw: 
0213S98S&L 
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* FIVE AUTHENTIC BATTLE STATION SCREENS • 
FIVE PACIFIC SCENARIOS * SUPERB DOCUMENTATION 

taw 1*1 lifted V tiu.WWthclia»ilrf-ba<wWt*-^ , Wbe«n»«Kll*M<! ^ 

Mimw 1 flirts erdhonc the tafencs wwm «ff«t «« eT>panf b t nl»f^dft^p^^^itt>M«*?5U£fW*efe*itl* 
iwtee it nUt istat c*fy iwtr tetrinp » jrti* swiJ Do fou fti • #rad of jnr p««fc««iiTrt«tffM»™doi«tk:itwi^jW*f 
sht www i*&**$c torpedo **£ Ttw dtcUAMMd m*w ihot »i(WBi9iiBh*^Otoy(M|itatiiioii8l»»tlteiw^9lDi(StE«T 



chttficmy w 
SEftVKEt 



Ffnto courtesy 
8*)Unwi«M«1iltM 



HIE riRST AUTHENTIC 



SUBMARINE SIMULATION 



?* a' 




1 

1 3 

u •& a * a * p J- 



*U iSS 









iii 



*^s^ 






>*£ 






^ S v 



°= «- 




. V « 3 *• ,fl 

** 5 o ?- ^ tr* 5 e 



* 2 



•^ "5 »' 



-= 3 — o 
g- J -. - C 



*«:- 



3 » 



*? y 



s s 

1 £ rn 






;!i 






Q 



Hits 

^ - * -* 








r' 




3 "S 

Sam's « 

f IfJlB 

3 ui H oi SP 

L 1i 



LU £> 



uj tr tt 

O LULU 

iz >> 



£*•■ "3 ■£ ■£ 
£x88 



« C 7. W H *■ 

Z - * | .E t 3 

P\ (ft £ G "F S; „ 

□ E Sob mu. a - 
J as g as Eo 



f?9 

H E ■ 

O * Ld 



ifctoto 

*oqf 

oppj 

LU t- H I" 
ijj tn trt m 
a 3 3 I 



r> 



Si- 



e« 



^ T» ffi 
a* sr "D 

■S JS 
its « — 



M 



I si 




Printer Ribbons For 

DMP2000^ , £5-5O o 
8256,8512 ^£5*50u 

HiWxKw-POSTAG* FREE— 

m - —JM . .. ■*! ■■!,_ m. J. ■ ■ 







Piease send cheques, pos ral ord*rt to: 

Campumart, (Dept AA ) 

- Unit0 f Falcon Streef, Loughborough.- 

leUs,LEII1EH 







SIREN SOFTWARE 



1. '"DISCOVERY" 

The tape-todisc rranster program Tiansfers some turbo 
Infers, alters BASIC loaders id gel arogtams running with- 
out aheraiion, "HIGHLV f^ATEO". Am\>x\ "D.scovery floes -1 
best across she nicest range a J games/' AA, Feb 66 
"Pfobaoty the basi rjf the taoo lo a sk copy's. ' AA, Mar 66 
F ea I ured in 1 he serious sot Iwa re charl . AA Ma rch 86, 
0n464 664 61 28. DiscCl i 99, lape & 99 

2-MASTER DISC" "NEW* 

"heoniy a 3k utility package you w h ever need, this program 
realty doss It all. 

IMAGE - make backups of you disks (Inc. I unny formats. 
etc 'i 

DIRECTORY EDITOR - unerase i las show hidden tiles, 
secjre^iles.elc 

SPE ED F ORM - to rma I wur disks lighl m ng lasi 
SECTOR EDITOR - com piele sector ed tor 
DE PROTECTOR i:t»[>'oi©ci a Basic program. 
K H E ADER o spi ay siar I , lengi h type, etc ot files 

lhEADER- as lor disk header, b.jtlo- lane 
fRANSFlLE - transfer individual I ies 'rom d>sk Id lape or 
dis-* la d sk 

D iQ K MA - 1 - sh ow s r aw d tea a re sto red o n d i s k. 
TYPES T YLE-d sp .^v or. screen or printer any ASCII f to 
DUMPPILE-c-spiav Hen.'ASCH format for contantsol a Mh. 
DISK- speed jp your dsk dnve rjy up io 20° e. 

fnifidiskaae&iiail 1 

On 464. 664. 6128. Disfc only £12 99. 



OVERSEAS PLEASE ADD £1 00 FOR POSTAGE AND PACKING 



SIREN SOFTWARE 

76 BRIDGE ST 

MANCHESTER M3 2RT 

TEL 061 7966874 



SIREN SOFTWARE 



Supa Soft Discount Software 
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AND THEY CALL THEMSELVES 

ADULTS!!! 





fa 



The times they've 
left you at home 
because 'you're not 
grown up' or 'not old 
enough to come to the pub' 
and look what they get up to 
when they get there! Here's your 
chance to find out what it's really 
like in those smoke filled haunts 
of adulthood. The opportunity to 
see how good you are at these 
ADULT?? games. 
Why let the mums and dads 
have all the fun. Pub Games can 
be a laugh for everyone. 



a compilation of 

BAR BILLIARDS - DOMINOES 
DARTS TABLE FOOTBALL 
POKER & PONTOON ^(X 
BAR SKITTLES V ) 

available on ^^_ 

Commodore 64/12& ■ Spec1rum48K ■ Amslrad 
Available soon BBC ■ MSX 

Alligata Software Ltd,, 1 Orange Street, 

Sheffield S1 4DW. 
Tel: (0742) 755796 
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ALUGATA BITES BACK 



ALLIGATA BITES BACK 



uasimodo's ding-dong 

i derring dos rattle the rafters 
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SPECTRUM 48K 



, ...a text-teaser 
<w world where 

no 'modo has lept before ! 

Go on... take a swing at it! 

% AMSTRAD 

JM48Kflb# 7fe# 0*%J 7w COMMODORE 64 



% #«%4*% % J 1 !***** AMSTRAD 
IKdL# 7^# AU 7*^ COMMODORE 64 

Ocean Software is available from selected branches of; 

WHSMI'I H r J : .!.!,l. l JJ.H!'l WOOiWOfTRi LASKVS Rumbelows 

Spectrum Shops and ail good software dealers. Trade enquiries welcome. 




Ocean Software Limited 
Ocean House 6 Central Street Manchester M2 SNS Telephone 06 1 832 6633 Telex 669977 Oceans G 



